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THE SECRET OF MONKEY 

ISLAND™ 2 • LE CHUCKS REVENGE 

The Secret of Monkey Island witnessed 
the demise of the evil ghost pirate Le Chuck 
at the hands of young Guybrush, and an 
agitated bottle of root beer. Guybrush doesn't 
have long to rest on his laurels however, 
because blood is thicker than root beer, and 
Le Chuck's brother is out for revenge. 

Available on: PC Compatibility; EGA, VGA, 
MCGA. Requires 640K Ram AT or better 
recommended. Hard disc recommended. 
Supports AdLib™ and Roland™ and CMS 
Gameblaster sound cards. 








Scrctashnt from PC 



™ k LucuArtft 
Entertainment 

Company. LacasfUm 
Gamcsiii 
trademark of 
Lucisfilm Ltd. 

Thf Secret of 
Monkey Islmd la a 
trademark of 
Luca&Arta 
Entertainment 
Company. All rights 
reserved* 
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SECRET 
WEAPONS 
OF THE 

LUFTWAFFE™ 






As American 
forces seized 
I control of the 
S skies over 

Germany, Nazi 

Scrccnshot ftora PC (VGA) Scientists 

unleashed strange and powerful aerial weapons 
in a last desperate attempt to win the war. 
Secret Weapons of the Luftwaffe gives you a 
gripping, highly realistic experience of these 
extraordinary air battles, from the first daylight 
bombing raids in 1943, to the final days of The 
Third Reich. 

Available on: PC Compatibility: VGA/MCGA 
256-Colour, EGA, Tandy Eg) (AT) 80286 or faster 
recommended. Hard disk recommended. 



Mouse or Joystick Supports 
Adl*™ and Soundblaster"*. 
Sonnd Cards 1 " and Roland™. 
" 1990 UcasArls 
Lnlrtiflinmcnl Company 
All rights reserved. 
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M • HEJtOfS Of THE UNCtTH: 0B90 442025 NEED HELP? CALL THE LLJCASHIW HILFUNE ' COMPHITION ' INOtAMJONIS-ZAKMCKRACKEN' 

MANIAC MANSION « LOOM • THE SECRET OF MONKFY ISLAND ■ ftATTL£ Of 
BRITAIN lit: 0839 654133 
NEW KUA5K • COMPETITION TIL: 0MZ9 6541 34 

COMPETITION - £200,00 WORTH* OF 
HINTS & TIPS UNE US GOLD GAMES TO BE WON EACH MONTH. 

If you art wndar 1 1 plMM pal panniuion lo uie rtic lelcpWic. Colli coil Mp per rmnuts (heap raft. 45p per minute all olSer timet. 

Service provided by U.S. GOLD LTD., UNITS 2/3, HOLFORD WAY, HOLFORD, BIRMINGHAM B6 7AX 



HtUMAit • DRAGONS « FUME • HEROES OF IHE IANCI TIL 0190 4*2035 

CURSE OF THE AZUU BONOS • POOL OF RADIANCl 

CHAMPIONS Of KRTNN TIL 0B9I 44303a 

IUCK ROGERS ■ SECRET OF IHE S4LVW BLADES • 

ET! Of THE IDfCHOn Till 01*1 443030 

OfWTION STEALTH ■ FUTURE WARS • CRUISE FOR A CORPS* TIL 0B3B 654314 
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MIGHT & MAGIC ffl 

You've never SEEN or HEARD a game like 
this before! 

ADVENTURE - A swashbuckling adventure for 
heroism and wizardry that will keep you 
riveted for hours and hours. 

SOUNDS - Stunning music, sound fx and speech 
add a "3rd dimension" to play ...ominous voices 
and screams will seek to unnerve you! 

HELPFUL -Automatic "help" is available to show 

you the way when 



NOTE: Former 
experience with 
previous Might and I T 
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required* 

Available on: 
I Amiga and PC 



Screenshot from PC 
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7f (VGA/MCGA 256 

Colour, EGA 
Supports Adlib™, 
Soundblaster™ & 
Roland™). Hard disk 
required. 

mew wym lcOMPUTm.mc. 

i 1991 New World Computing 
Inc. All rights reserved. 




SHADOW SORCERER 

This new concept in role-playing adventure 
means that in minutes you will find yourself in 
the thick of the action, facing many enemies 
not the least of which is the SHADOW 
SORCERER himself. 

• 100% "Point 'n' click" icon control 
(no laborious typing). 

• 3D isometric play area giving you more 
control in the playing environment. 

• Control up to 4 characters in a life or death 
struggle against evil. 

• Hexagonal grid, wilderness map for outdoor 
confrontations. 

• 3D "animated miniatures" represent your cast 
of characters in 
real-time 
combat 
action. 

Available on: 
Atari ST, 
Amiga & PC 
(EGA, CGA, 
VGA, TGA). 

Screenshot from 
Alan ST 







k£X]OM OM(T^ 





2JI 



^Z~\ AD" DRAGONlAtfCE ind lh* T5R Jofio irr trvikaurk* 

owned by TSU. Inf. lilr Krncvi. W\ L'5A &nd uwd under 
lirtfue from Strategic StaoUttam. lor. SuaxipiJc, CA. 
t^A, 1991 5lrmt*#e Stmuhttoni Inc. \m T&R. Inr 
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Screen shots are only intended to be illustrative of the gameplay and not the screen graphics which vary considerable between different formats In quality and 

appearence and are subject to the computers specification. 

U.S. Gold Ltd, Units 2/3 Holford Way, Holford, Birmingham B6 7 AX. Tel: 021 625 3366 






WHAT A MONTH this 
has been here at The 
One for ST Games, 
The European 
Computer 

Entertainment Show 
was on and then off 
and then on again, 
our production editor 
ran off to get hitched 
and we've moved 
down from our 
penthouse suite into 
the bowels of EMAP 
Towers. No wonder 
we're exhausted. 
Having said that we 
haven't exactly been 
rushed off our feet 
reviewing software. 
Why? Because the 
customary rush of 
September releases 
just hasn't happened 
this year (isn't this 
similar to what we 
were saying last 
month?). It looks as if 
everyone Is saving 
the rush for 
Christmas, and what 
a Christmas it's going 
to be, Just check out 
our news pages to 
see some of the 
exciting new 
developments that 
will be making their 
debut over the 
coming months. 
Meanwhile the lack 
of software hasn't 
stopped us from 
bringing you some 
great features, 
including our brand 
new Profiles section, 
which (jives you 
inside information on 
the faces behind the 
games you play. 
Happy reading! 

Ciaran Brennan 




FORGET THE FLOPPIES you get on other 
magazines - we've put a hard disk on this 
month's cover! Check out our playable demo of 
Domark's superb conversion of Pitfighter, the 
toughest combat game yet... 



7 THE SNEAK 
PREVIEW DISK 

A decent golf game on 
the ST? Can it be true? 
Check out the playable 
demo of MicroProse 
Golf on our cover disk 
and find out. While 
you're there why not 
give Domark's Pitfighter 
a bash too? 

10 NEWS 

Where can you find the 
most exciting computer 
entertainment trade 
show, Vektor Grafix' 
new approach to flight 
simulators, a sports 
compilation with a 
difference and a game 
that will redefine the 
way we play 
adventures? In the only 



news pages worth 
reading of course! 

24 PROFILES 

Welcome to a brand 
new section which gives 
you the lowdown on 
some of the most 
influential people in the 
computer games biz. 
This month Infogrames 1 
Henri Coron, Magnetic 
Fields' Shaun Southern, 
and Anco's Steve 
Screech are forced into 
the hotspot 

28 LETTERS 

Look, we've just moved 
offices, the whole place 
is a disaster zone, the 
editor is tearing his hair 
out, and the Sarge got 
out of the wrong side of 
his bed and has been 
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like a bear with a bad 
head ever since. How do 
you expect us to answer 
your letters with all that 
going on? But don't 
panic, we managed, and 
here are three whole 
pages of your very own. 

32 WORK IN 
PROGRESS 

Other platform 

games aren't a 

patch on 

Harlequin 

(right). Out WIP 

on Gremlin's 

new hero 

explains why. 

Also, as 

Entertainment 

International's Empire 

grows thanks to a 

strategic Campaign, our 

war correspondent is 

there to see it all 

42 WIN A TRIP 
TO LUCASFILM 

California here I come, 
Right back where I 
started from,.. Yes, it's 




the second part of our 
exclusive US Gold 
competition which could 
have you winging your 
way to the Lucasfilm 
Ranch in California. 

46 YO HO HO 
AND A DISK 
CHECKSUM 

t's been the most 
debated subject 
among games 
players and games 
developers alike. 
There are those 
who like to do it, 
and those who have 
to prevent it. Is it 
really killing the 
industry or is it just an 
excuse for high prices? 
Finally, here's the 
definitive article on 
Pi racy . 

50 SOFTWARE 
MAP OF 
BRITAIN 

Want to know where 
you can find the best 



computer games 

magazine in the world? 

Or where David Braben 

lives? Then take a look 

at our 

follow-up to 

the Software 

Map Of The 

World. Here 

are Britain's 

software 

landmarks 

exposed, 

54 MY IDEAL 
COMPILATION 

He's Ocean's software 
director, a job almost as 
important as chief taster 
for Walker's Crisps, but 
Gary Bracey has taken 
time out from his hectic 
schedule to tell us what 
games he'd like to play 
if he only had the time. 





57 REVIEW 

MicroProse is on the 
right track with Railroad 
Tycoon, 
Audiogenic 
does for 
Rugby what 
it's doing for 
cricket (left), 
and Gremlin 
is selling 
Lotus cars again for less 
than three brown ones 
(below left). 

88 FOUR PLAY 

Win yourself a four- 
player joystick pack 
from the new Tecnoplus 
range. 

90 BUDGET 

Populous for under a 
lenner? No, it can't be 
true! And The Immortal 
too, how can this be? 
And what's this? Chase 
HQ\ What's going on? 

92 ARCADES 

Our man with a pocket 
full of change tells you 



what's hot in your local 
games gallery. 

95 DEMOS 

Gridrunner gets a repeat 
showing on the PD 
circuit and is joined by 
Mr. Potato Head (or is 
he joined by you?). 

98 STRATEGY 

You've read the review, 
now read our in-depth 
report on the strategic 
aspects of Railroad 
Tycoon. 




100 TIPS 

Populous tips from 
Bullfrog, and a player's 
guide to Hunter (above). 



GAMES FEATURED THIS ISSUE 



ANOTHER WORLD 10 

Delphine/US Gold 

ARMOURGEDDON 112 

Psygnosis 

ARMALYTE 87 

Thalamus 

BIG BUSINESS 68 

Magic Bytes 

CAMPAIGN 38 

Empire 

DEATH OR GLORY 17 

Vektor Grafix 

FINAL FIGHT 83 

US Gold 

GODS 106 

Renegade 



HARLEQUIN 

Gremlin 
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100 



HUNTER 

Activision 

INTERNATIONAL SPORTS 
CHALLENGE 19 

Empire 

LOTUS TURBO 
CHALLENGE 2 80 

Gremlin 

MiG 29 SUPER 
FULCRUM 64 

Domark 

MONSTER 
BUSINESS 86 

Eclipse 



POPULOUS 108 

Electronic Arts 

RAILROAD 

TYCOON 58 

MicroProse 

THE SECRET OF 
MONKEY ISLAND 102 

Lucasfilm/US Gold 

TIP OFF 18 

Anco 

WILD WHEELS 74 

Ocean 

WORLD CLASS 
RUGBY 77 

Audiogenic 

ZONE WARRIOR 72 

Electronic Arts 
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Micro Prose 

Golf is a great game - providing you 

don't mind getting soaked to the skin 

and electrocuted by lightning. But now 

even those hazards 

needn't spoil a good 

day in the country, as 

The One, in 

conjunction with 

Micro Prose, brings you 

golf from the comfort of 

your armchair. 

MicroProse Golf 
(check out the review in 
the last issue), is the 
STs answer to 
Electronic Arts' PGA Tour Golf. Not only 
does it offer all the action of a real golf 
game, but it also gives you more control 
over the game than many other 
simulations - you can even adjust your 




stance and the height of the tee! 

Don't worry if you've never played golf 
before though, the caddy will 
automatically select the appropriate club 
for you. Of course 
you're free to select 
your own clubs if 
you wish, and if 
you make a really 
great shot you can 
always replay it using 
one of the alternative 
camera plans. 

This demo allows you 
to play two holes, but 
the finished game wi 
have at least five 18-hole courses and 
varied play options such as head-to- 
head and four-player games (which are 
indicated in the demo, but can't be 
accessed). 




INSTRUCTIONS 




5 Aim shot to the left 


' When hitting the ball, press the left 






6 Go to overhead map 


mouse button three times - once to 


Ail of the actions are fully accessed 


7 Preview the anticipated path of 


start the power meter swinging 


via a mouse and icon system, 


which 


the ball 


clockwise, a second time to select 


works like this... 

m » i a h t 




8 Adjust tee height 


the amount of power you put into the 


1 Go back to mam menu 




9 Hit ball* 


shot and finally to make a hook, 


2 Camera angle 




10 Club selection 


slice, or straight shot. The indicator 


3 Wind direction 




11 Stance adjustment 


should stop at the bottom of the oval 


4 Wind speed 




12 Aim shot to the right 


for a straight shot. 
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Domark 

It's the most outlawed sport in the 
world and it's illegal for a very good 
reason. Pitfighting is not like other 
tame combat sports - anything 
goes! It's bloody, it's fast, it's 
exciting, and ifs deadly! Are you 
man (or woman) enough to take on 
the challenge of Pitfighteft 

In this demo you play Buzz, an 
ex-pro Wrestler, bulging with 
biceps, whose main advantage is 
the great degree of strength that he 
packs into every punch. Every pit 
fighter has his or her own special 
moves, and Buzz is no exception. 
His favourites are the body slam, 
the head-butt and the pile driver. 
You can either battle it out with the 
computer or a friend, but don't 
expect to stay friends for long. 

In the final version you'll be able 
to choose between the three 
fighters and your task will be to 
enter an illegal brawl against eight 
uniquely styled opponents (either 
alone, or as part of a two-man 
team), in an attempt to win loads of 
cash. Pick-ups such as 'throwing 
stars' and crates are lying around to 
be used on your opponents, and 
three knocks out are needed to win 
each fight. 




INSTRUCTIONS 

Buzz has eight moves available: 

JUMP - press fire and up 
JUMP KICK - press fire and 
diagonally up to the right 
PUNCH - press fire and right 
KICK - press fire and diagonally 
down to the right 
DUCK - press fire and down 
PICK UP -press fire and 
diagonally down to the left 
DEFEND - press fire and left 
SPECIAL MOVE - press fire and 
diagonally up to the left 



THE DOS AND 
DON'TS OF 



DO: 

• Remove all unnecessary 
peripherals while your computer 
is switched off. 

• Insert your disk and turn on 
your computer. 

• Press the desired key to start 
one of the demos. 

• Make sure that you own an ST 
before you start any of this. 

DON'T: 

• Nurse your ST in a fish tank 
and feed it on regurgitated dog 
food. 

• Microwave the disk on high for 
30 minutes, then serve with 
grilled tomatoes and mint sauce. 

LOADING PROBLEMS AND 
FAULTY DISKS 

If your disk refuses to load, pop 
it in a jiffy bag and send it to: 
The One Disk Replacements, PC 
Wise, Unit 3, Merthyr Industrial 
Estate, Pentrebach, Merthyr 
Tydfil, Mid Glamorgan, Cymru, 
CS48 4DR. 

Please allow 672 hours for your 
replacement disk to arrive, or 28 
days (whichever is the quicker). 



8 



I HE ONE OCTOBER 15*91 




TXEAN SOFTWARE LIMITED^ 6 C^lBAL^TRECr^V^^ttR^^pC: 
TELEPHONE: 135^^^633- FA*«6J: bte&tit 



NEWS 




OCTOBER 1991 

watch in 
amazement 
as Vektor 
Grafix goes 

for DEATH OR GLORY... 

gasp with excitement 

as Steve Screech 

reveals 

TIP OFF 

AND KICK 

OFF 3 ... 

and work yourself into 

a frenzy for Empire's 

INTERNATIONAL SPORTS 

CHALLENGE ... 
H all this and 
■ CHARTS, 
RECOMMENDED, 

WHAT THE STARS ARE PLAYING 

plus your usual 

favourites 

AND MUCH, MUCH MORE... 





Laurence Scotford asks the eternal question... Is a 
Polygon a dead parrot, or part of an animation system 1 ? 



ANIMATTR 



DELPHINE IS SET to 
revolutionise adventure 
games once again with a 
stunning new animation 

system. 

The French company has 
already been responsible for 
revitalising adventure games 
with its Cinematique system, 
which released 
the player from 
tedious and 
frustrating text 
input with a 
'point and click' 

.*" , LATE ONE NIGHT, Lester 

rolls up in his Ferrari to the 




Combined With nuclear physics laboratory 

where he works, not realising 
that this is not going to be 
just any night... 



attractive 
animation and 
atmospheric 
soundtracks. 

Cinematique 
has now been 
used effectively 
in three 
products: 
Future Wars, 
Operation 
Stealth and, 
most recently, 
Cruise For A 
Corpse. But, 
just two years 
on from the 
introduction 
of 

Cinematique, 
Delphine is about to astound 
games players once more 
with a sophisticated 
animation system which uses 
polygons rather than 
bitmapped artwork. 

The new technique, which 
has been created by Future 
Wars artist Eric Chahi, has 
already been employed to a 
limited extent in Cruise For A 
Corpse, where it allowed the 
use of special effects such as 
zooms and scaling. The first 
game to use the technique 




properly will be Another 
World which is currently in 
development. The difference 
between this new game and 
Delphine's earlier adventures 
is that all of the animation 
will be achieved using 
polygons. 
The story concerns the 

adventures of one 
Lester Knight 
Chaykin (no 
kidding!), a 
particle physicist 
at work late one 
night on an 
experiment using 
a huge particle 
accelerator. While 
he is at work a 
storm begins and 
a colossal 
thunderbolt hits 
and enters the 
particle 

accelerator. The 
enormous electric 
charge travels the 
length of the 
accelerator and 
knocks Lester, 
into a strange 
new world. 
This 'story so 
far' is shown as an 



STEPPING 
OUT of the 
lift he 

Ere pares 
imsclf for 
a difficult 
experiment 
- trie final 
run of 
Project 23. 



HIS 

HANDS 
PUNCH IN 
[he security 
code which" 
allows him 
access to 
the inner 
laboratory 
containing 
the particle 
accelerator. 



impressive 
animation intro 
sequence which demonstrates 
the power of polygons. The 
whole sequence, which lasts 
several minutes, requires just 
70 Kilobytes for the 
animation data, and 15 
Kilobytes for the program - 
that's just 95 Kilobytes in 
total. An animation of similar 
complexity and length 
rendered with traditional 
bitmapped artwork would 
take up an entire disk! 
Your task is to guide Lester 
back to his own time and 
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LESTER 

BEGINS to 

explore - and 

comes face to face with 

a vicious lion-like creature. 



world. In Che 
process you will 
encounter the 
many strange 
creatures that 
inhabited this 
new world, 
including its most 
intelligent life- 
forms, one of 
whom becomes a 
powerful ally- 
There are also 
many dangers to 
be avoided or 
Lester is likely to 
have a nasty end. 

Apart from 
compactness, the 
use of polygons 

allow for ™ E CREATURE IS SHOT! But 

.... who arc the strange beings that 

incredible rescue and then capture Lester? 

cinematic effects Yo V" >" s * **** t0 , wait for ,hc 

review to find out! 

such as zooms, 
close-ups, pans, and the 
scaling of individual objects. 
These are used effectively at 
specific moments to enhance 
the atmosphere and action in 
a real cinematic style. For 
example, if you're attacked by 
one of the strange lion-like 
creatures, the view suddenly 
switches to show the creature 
leaping towards you and its 
claws lashing out - not a 
pretty sight. 

Another World promises to 
be one of the most exciting 
games of 1991 and will be 
released by US Gold before 
Christmas. 

Watch out for a full review, 
coming soon in Tfie One. 



THE BOLT 

hits the 

terminal, 

throwing 

Lester into 

another 

world. 



A HANGING 
VINE provides a 
narrow escape, but 
the creature does 
not give up 
^easily. 





KONAMI 
BAGS ELITE 

JUST AS THE ONE went to 

press, news came in that 
David Brabcn r s long-awaited 
Elite II (the sequel to his 
classic space trading game, 
above) has been signed by 
the Japanese games giant 
Konami. More next issue. 



WHAT THE 




Our very own Piers Morgan gets on the phone to 
his mates in the glamorous world of coding to find 
out what's been filling their screens. 

ALISTAR PERROTT 
(Empire) 

ATs been spending most of his recent time 
programming and drawing graphics for Eye Of The 
Storm, but he has also had to squeeze in a little time 
for games testing "it's more of a chore than actually 
playing," he admits. Al claims not to tike games that 
are too brain taxing, but then goes on to cite 
Populous and Battle Chess as being among his 
favourites (weird!). Apart from playing on his home 
computer. Alistar gets the odd chance to go to the 
nearest gas station and spend his ten pences on an 
"After Burner-ish type game/ He also added: "I'd rather 
watch a film than play a game." 

GRAEME IMC 
(Gremlin) 

Tired out from completing Utopia, Graeme sounded half 
asleep when we talked, but he still managed to leak out # 
a bit of information about his social life. Up until a mt 

month ago, Sim Earth was taking up most of his time, 
but he eventually had to let it lie and get on with 
coding Utopia, But that didn't stop him spending a 
few sleepless nights playing Gremlin's Hero Quest. "I , 
managed to finish all of them, " he boasts. Going 
over to a completely different type of game, Mr. 
Ing has been busy directing planes with Tower FRA, 
Thalion's air traffic control simulator: "It's alright if you like 
that sort of thing," he says, bursting with enthusiasm. 

SHAUN HOLLYWOOD 
{Digital Image Design) 

After what seemed like hours of contemplation, Shaun finally 
made up his mind about what he has actually been playing. 
Robocop 3 has obviously been rigorously tested, but Shaun 
still has had some time for others. He's managed to get 
basically nowhere in Super Mario Land on his Super 
Famicom and indulged in lots of mindless violence and 
crashes with EA's Indy 500 A similar situation has 
arisen with the Bitmaps' Speedball 2 ar\d landscape's 
dD Sports Boxing. Shaun claims that no other game 
has been anywhere near him because he's been "too 
busy working," but DID boss Martin enwright 
reveals that this is actually because Shaun is in fact 
the fastest beer drinker in the industry, having 
drunk both Rik Haynes (freelance writer) and David 
Wilson (editor of Zero) under the table! Fancy your chances? 

ANDREW BRAVBROOK 
(Craftgold) 

Currently working on Fire And lce t Andy has still managed to 
fit in a few games of the Bitmaps' Gods (without too much 
success though). "Fire And Ice turned out much bigger than I 
had imagined," is Andy's excuse for not getting enough 
practice in. He has however, managed to actually complete 
Lemmings: "I stayed up until 4.00am many mornings," he 
remembers fondly. For the record, the 'No Added 
Colours Or Lemmings' level was the one he found the 
toughest Getting away from the home computer, 
Super Mario 4 has been getting its fair share of use: 
"The control method is too tricky though, " Andy 
reckons. When no computer can whet his appetite, 
Mr, Braybrook heads down to the arcades In 
Chessington, where many 50p pieces have been 
slotted into Rad Mobile, SEGA's new car sim. "It's 
amazing, you have to use the windscreen wipers and 
everything," says Andy before hanging up to head off for 
another go. 
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OCTOBER 1991 

1 A FLAMES OF 

FREEDOM 

Rainbird 

2 ▲ LEMMINGS 

Psygnosis 

3 A MANCHESTER 

UNITED EUROPE 
Krisalis 

4 NE RAINBOW 

COLLECTION 

Ocean 

5 NE ROBIN SMITH'S 

CRICKET 

Challenge 

6 NE FUGHTOFTHE 

INTRUDER 

Spectrum HoloByte 

7 NE GODS 

Renegade 

8 A HERO QUEST 

Gremlin 

9 RE F-15 STRIKE EAGLE II 

MicroProse 



10NE 



SIM CITY/ 
POPULOUS 

Infogrames 



1 1 FALCON: THE MI5SK)N DISKS 

VOLUME ONE 
Spectrum Holo&yte 

2 NE POPULOUS: THE PROMISED 

LANDS 
Electronic Arts 

3 NE REDUGHTNING 

SSI/US Gold 

4 NE ROCKET RANGER 

Gnemawore 

5 NE PALADIN 

Artronic 

6 = THE NEW ZEALAND 5TORY 

Ocean 

7 NE BATTLETECH 

Infocom/Aetivision 

8 NE RICK DANGEROUS 

Firebird 

9 RE FALCON 

Spectrum HoloByle 

10 NE BATTLE CHESS 

Electronic Arte 




BULLFROG TO 
60 IT ALONE 



RUMOURS AND SPECULATION 
CONCERNING BULLFROG'S 
FUTURE were finally laid to rest 
when the firm signed an agreement 
with Electronic Arts to publish its 
next two products, Populous 2 (above) 
and Bob, but announced that following 
this it would begin to act as a 
publisher in its own right. This means 
that by next year, Amiga owners are 
likely to be playing games published 
on the Bullfrog label. 

This move comes 
after more than a 
year of 

negotiation, with 
die developer's 
managing director 
.es Edgar (left) 
commencing: 
"Basically, we have 
become a publisher 
in our own right, 
it's just that we 
have decided to put our next two products 
through EA" 

Strangely, the ST is not included in the 
agreement, which allows Electronic Arts to 
publish both Populous 2 and Bob (the 
firm's forthcoming tale of bio-genetic 
engineering and corporate skullduggery, 
which will probably have a more fitting 
name by the time it's released) on PC and 
Amiga in Europe. Electronic Arts' UK 
managing director Mark Lewis 



commented: "Bullfrog have now become 
more like an affiliate label than a 
development firm." 

Bullfrog is just the latest in a series of 
top-name developers who have decided to 
take over their own publishing, following 
in the footsteps of Core Design and The 
Bitmap Brothers. 





IN AN ATTEMPT to sweeten 
relations with The One for ST Games. 
Atari invited us along to its recent 
Messe (fair) in Dusseldorf. 

Unfortunately, it turned out that the 
show was entirely business based and the 
company's international boss Sam Tramiel 
seemed unable to say anything other than 
"no comment" when asked about the 
forthcoming Jaguar console (strange this, 
when we had been invited out to Slough a 
couple of weeks earlier to be told how 
great a machine it was going to be). 

However, we did manage to find out that 
there will soon be a number of new tides 
available for the Lynx, including Hard 
Drivin' and Pt'tfighttr (although 
were only shown on video)- 

Hopefully we'll have some real Atari 
news next issue. 



12. 



i ml 4 >r«JE . ..it r< mi R 1 991 




The Soles Curve Lfd, 

50 Lombard Rood. London, 

SW1 1 3SU. Td: (071)585 3308, 



one 

NEWS 



SHOW 




AS YOU WILL BY NOW BE 
AWARE, the consumer 
section of the 1991 European 
Consumer Entertainment 
Show had to be closed at the 
eleventh hour, but never fear, 
The One is here with a 
round-up of the best goodies 
to be found at the trade 
show. 

DIGITAL INTEGRATION 

DI, previously famous for its 
simulations (and not a lot else), 
has been trying to broaden its 
horizons., first with the 
introduction of Action 16, its 
budget label, and now with 
Dream Factory, a label for. . . 

well, everything which isn't a 
simulation really. 

The first two games out on the 
new label are Supaplex, a 
reworking of the classic 
Boulderdash game, and Drift, a 
3D role-playing/combat game set 
in a typical science fiction 
scenario. 

Fans of DI's more traditional 
fare will also welcome the release 
of Tornado, the successor to F- 
16 Combat Pilot. This highly 
realistic simulation should help 
to make up some of the ground 
that DI has lost to MicroProse in 
recent years. 

ELECTRONIC ARTS 

EA has a bumper crop of 
Autumn releases lined up. 
kicking off with the 
Powermonger World War I 
Scenario Disk, which features 
new graphics and gameplay and 
will be available in December for 
£14.99. Also from top 
development team Bullfrog is the 
eagerly awaited Populous II, 
which you can get your mitts on 



in December for £29.99. The 
screen shown here contains some 
of the new, as yet unseen, 
graphics. 

EA was also showing off some - 
older games, old that is, as far as 
PC owners are concerned, but 
brand spanking new on other 16- 
bic machines. The titles in 
question are Hard Nova, a 
fantasy role-playing space opera, 
from Sentinel Worlds author 
Karl Butter, and Starflight II: 
Trade Routes OfTite Cloud 
Nebula, yet another fantasy 
role-playing space opera (phew!) 
and sequel to the immensely 
popular Starflight. Both of 'these 



ELECTRONIC 
ARTS chose 
the show to 
unveil Hard 
Nova (right) 
and the all- 
new graphic 

style of 
Populous II 
(below left). 





titles will be in the shops soon 
for £25.99. 

Fans of Three-Sixty Pacific's 
naval strategy game Harpoon 
will be pleased to hear that the 
American company is currently 
working on Patriot, a game 
which will apply the same 
approach to land warfare. One of 
the included battlesets will be 
based around the Persian Gulf 
(surprise surprise), but there are 
19 other scenarios ready to play. 
Patriot will be available 
sometime in the new year. 

Tying in with the 1992 Winter 
Olympics at Albertville in France 
is another Three-Sixty 
simulation in conjunction with 
ABC television, ABC Sports 
Winter Sports Games. Like 



GEOFF 

CRAMMOND 
looks d to 

have outdone 

even himself 

with the 

mixture of 

polygons and 

bitmapped 

graphics in 

Grand Prix. 

Check out 

that pit crew! 



Harlequin's sports compilation 
(see page 19), Three-Sixty's 
program uses a filled polygon 
engine as the basis of accurate 
simulations of Bobsled, Luge, 
Slalom and other Winter events. 
Winter Sports will be, EA tells 
us, available well before the 
actual event. 

Finally from Three-Sixty comes 
its answer to VMS II. Theatre 
Of War is a strategic wargame 
which can be configured for any 
period, but unlike UMS II, it 
employs a 3D filled polygon view 
of the battlefield. Theatre Of 
War will be out at the start of 
1992. More news soon. 

MICROPROSE 

You may remember that way 
back in issue 23 we told you that 
Geoff Crarnmond, the creator of 
Stunt Car Racer, was busy 
working on a new Formula One 
racing game fur MicroProse. The 
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game is now approaching 
completion and it's even better 
than we anticipated. Grand 
Prix, as it's now known, looks 
like it will knock spots off any 
other racing game we've seen, 
employing an amazing mixture 
of polygon-constructed cars and 
bitmapped characters (such as 
marshalls and pit staff). 

MIRRORSOFT 

The London-based publisher is as 
prolific as ever with an 
impressive range of games lined 
up for the end of the year. First 
hot release is a conversion of the 
Jaleco coin-op Cisco Heat! f yet 
another game that gives you the 
opportunity to tear around the 
streets of San Francisco at 
breakneck speed. 

Mirrorsoft, via the Image 
Works label, is also set to enter 
the graphic adventure market, 
and is pinning its hopes on a 
new artificial intelligence 
system, called Virtual Theatre, 
which enables the game world to 
develop independently of the 
central character. The system 
has been created by Revolution 
Software, headed by Charles 
Cecil who wrote his first 
adventure games way back in 
the early 1980s. The first game 
to use the new system will be 
Lure Of Tlte Temptress, and it 
will be out in the new year. 

Also due to appear on Image 



Works in the new year is a 
fictional scenario based on 
disastrous superpower 
intervention in another 
country's affairs. Apocalypse is a 
fast paced helicopter game in 
which the objective is to rescue 
prisoners from guerrilla forces 
before superpower forces are 
withdrawn. 

Finally, despite the collapse of 
Cinemaware and its re- 
emergence as Acme, Mirrorsoft 
are to continue publishing games 
under the Cinemaware label and 
the first three products under the 
new deal are two more games in 
the TV Sports range and the 
eagerly-awaited Rolterbabcs. 

UBI SOFT 

As we reported last issue* Ubi 
Soft has some great thematic 
compilations lined up for release 
this Autumn. Air Combat Aces 
features Spectrum HoIoByte's 
Falcon, Activision's Fighter 
Bomber r and Guns/tip from 
MicroProse, While Air/Sea 
Supremacy includes Silent 
Scr\'ice f Gunship. P-47 




Thunderbolt, and F-15 Strike 
Eagle from MicroProse, Carrier 
Command from Rainbird and 
Cinemaware's Wings. 

Other compilations are Quest 
& Glory with five adventure 
and strategy games, Tlte Top 




TAKE YOUR 

CHANCE to 

catch up with 

some 

Magnetic 

Scrolls 

adventures, 

courtesy of 

Virgin 

(above), or 

take to the 

skies in 

Image Works' 

Apocalypse, 




UBI SOFT 
OFFERS 

plenty of 
aerial action 
in its Air/Sea 

Supremacy 

compilation, 

while 

newcomer 

Revolution 

keeps its feet 

firmly on the 

ground with 

Lure Of Tlte 

Temptress 
(below left). 



League, containing five best- 
selling games from Mirrorsoft 
and MicroProse, and 10 Great 
Games, a compilation of 10 top 
titles from France and the UK. 

VIRGIN GAMES 

Virgin Games was involved in a 
big cover-up at the show, but 
even so, news of its forthcoming 
strategy game Floor 13, was 
leaked to the press. Written by 
PSI Software, the creators of the 
hit budget game Conflict, Floor 
13 is set in the offices of a secret 
department whose job is to keep 
the current government in 
power by averting scandals and 
using assassination, 
interrogation, and infiltration. 
Fiction 1 ? Who said anything 
about fiction"? Floor 13 employs 
a similar menu system to 
Conflict and will be available 
early next year for £29.99. 

Out by the time you read this 
will be Tlte Magnetic Scrolls 
Collection Volume 1. For the 
bargain price of just £30.99 you 
can re-experience the delights of 
Fish, Corruption and The Guild 
OfTltieves. 

Also due in the shops any day 
now is Craftgold's Powermonger 
basher, Realms, which we first 
reported way back in Issue 30. 
Realms will set you back a mere 
£29.99. 

Finally, Virgin continues to 
bolster its reputation for weird 
licences. Its latest catch is (get 
this) Motorheadl 

More news as we get it. 
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Korea 



Cancel 



O Vietnam 
O Falkland* 
O Syria 
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Description 

July 1940, Hitler's army has 
overrun tbe low countries and 
occupied France. The German 
army is buildina up on the 
channel ooast of France 
waiting for the beainnina of 



UEKTOR GOES FOR 
DEATH OR GLORY 




FLY-BOYS HAVE NEVER 
HAD IT SO GOOD. Those 
who get their kicks way up 
high above the clouds can 
now do their thing in just 

about any 
type of 
plane 

imaginable, 
from a 
basic 
Sopwith 
Camel right 
up to the 
most advanced stealth fighter. 
So is there really any need for 
yet another flight simulator? 
Vektor Grafix thinks so, as the 
development team behind 
Bomber, Ttte Kitting Cloud and 
the forthcoming Space Shuttle is 
nearing completion of yet 
another multi-plane 
compendium, Death Or Glory. 

Vektor boss Andy Craven 
explains his reasons for re- . 
entering the fray: rt We realised a 
long time ago that we had to 
move on from just doing 
simulators/ he says. J I wanted 
more gameplay and more 
strategy — to make them more 
war games than just sims/ To 
achieve this, the team has 
included six different scenarios, 
from WWI to the Falklands, each 
incorporating a complete battle. 
Also, in each scenario you can 
not only join cither side, flying 
the top plane of the time, but 
you've also got a number of other 
planes at your disposal, each of 
which can be set a different 
mission - anything from 



attacking a SAM site to 
protecting a Zeppelin (not in the 
same scenario, of course). 
Another novel idea is that when 
you do get shot down, you can 
carry on watching the battle 
unfold from any vantage point. 

However, if fighting an entire 
campaign seems like hard work, 
light relief is added by the 
inclusion of two other game 
modes: 'duel* which allows you 
to fly any plane from any 
scenario against its opposite 
number, and a 'what \H* 
scenario, where any plane from 
any era can fly against any other 
(fancy flying a Sopwith Camel 
against an F-16?). 

Designed by Mark Griffiths and 
programmed by Ciaran Gultnieks 
(whose previous coding work 
includes Bomber), Death Or 
Glory has already had quite a 
varied career. Its original 
incarnation was as a WWI 
simulator (apparently, the recent 
rash of similar products put a 
stop to that), then it changed 
drastically to become a 
simulation of the Advanced 
Tactical Fighter (ATF) before 
finally metamorphosising into its 
current form. 

Although work is nearing 
completion, Vektor Grafix has 
not yet finalised which publisher 
will eventually release it (the 
team has previously worked 
through Activision and Image 
Works, so one of those would 
seem the most likely choice). 
Watch out for more details over 
the coming months. 
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SIX OF THE BEST? You betcha! This dirty 
half-dozen are the highest scorers from 
the pages of the last three issues - get out 
there and get them! 



MAGIC POCKETS 

The Bitmap's first 'cutsie' 
game - and what a cutie 
it is! The beautiful 
graphics and Betty Boo 
music combine with 
cunning gameplay in an 
effort which is arguably 
the Bras' best effort yet! 

CRUISE FOR A 
CORPSE 

Delphine takes the 
'micro movie' genre 
another step forward, as 
Cinematique goes back 
to the 1 920 's for a date 
with murder on board a 
cruise liner - truly a 
thing of beauty* 

JIMMY WHITE'S 

WHIRLWIND 

SNOOKER 

Why buy a snooker 

table when Archer 
Maclean has built one 
that fits in your CPU? 
Not only amazing 
technically/ but 
incredibly playable too. 

UTOPIA 

Sim City meets Populous 
in Graeme Ing's futuristic 
world-building, city- 
running, alien-fighting, 
strategic dream* 



HEAD OVER HEELS 

Classic isometric action 
which hasn't lost any of 
its oppeal despite the 
delay in reaching 16-bit. 



Overburdened as it is 
with playability, it's a 
wonder that Core's 
helicopter simulator can 
even take off. 
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HAVING KEPT US GLUED 
TO OUR SCREENS for years 
with both generations of Kick 
Off] Anco may be about to 
change the face of 16-bit 
gaming as we know it with 
the announcement of a deal 
with joystick manufacturer 
Euromax. 

As a result of this collaboration, 
both Tip Off (the firm's 
forthcoming basketball game) 
and Kick Off 3 are to utilise a 
two-button system, similar to 
that found in most console 
joypads - Euromax is obviously 
confident that sales of the two 
sports sims will be enough to 
justify manufacturing the stick. 

But the two games are going to 
havL' more than just a sharing of 
joysticks in common, as Kick 
Off's designer, Steve Screech is 
currently hard at work on Tip 
Off, this time also taking the role 
of programmer as well as 
designer. Rather than slavishly 
using the Kick Off system for Tip 
Off. Screech has gone for a 
slightly different viewpoint, with 
bigger characters- "I'm using it as 




a test bed for a lot of new ideas/ 
he says. 

asketball is a completely 
different type of game," Screech 
continues. "The excitement 
comes from the general flow of 
the game, rather than specific 
•nrs such as goal scoring, 




especially as there are points 
being scored all the time." 

Screech is anxious that Tip Off 
will contain all of the elements 
that made Kick Off such a 



success - especially the way the 
computer plays: "At the moment, 
in Tip Off, the computer is not 
vicious enough, it pussyfoots 
around too much." 

Once that's sorted out, getting 
the controls right is next on the 
developer's agenda: "Tip Off's 
control is nearly there," he 
explains. "It's going through 
playtesting at the moment and 
it's developing all the time." 

One of the biggest differences 
between Kick Off and Tip Off is 
the way that the ball reacts: "The 
way it hits the rim of the basket 
was a particular problem." 
Screech admits, although a 
picture in a window system now 
seems to have sorted things out. 

The last 
hurdle which 
Screech has to 
overcome is 
getting the 
speed of the 
game right - 
another facet 
of the program 
which is 



THE BIRD'S 
EYE viewpoint 
may be 
familiar, but 
the larger, 
more animated 
figures are a 
welcome new 
feature. 

TIP OFF'S 
PRACTICE 
mode (below) 
allows the 
player to 
develop all in- 
game skills, but 
with an 
unusual side- 
on perspective. 





coming along nicely. In fact, Tip 
Off is coming along so smoothly 
that Screech is confident of a 
release in early 1992, with any 
lessons learned being put to good 
use in the development of Kick 
Off 3 which should appear a 
matter of months afterwards. 

We'll bring you more news of 
both games and the release of the 
joystick over the next few 

months. 

• Turn to ftige 2c for iiu in-depth profile 

ofSu tech. 
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A SPORTING CHANCE 




"THERE HASN'T BEEN A 
DECENT SPORTS 
SIMULATION on 16-bit 
machines in years." That's 
the verdict of Trevor Scott, 
the head of development team 
Harlequin - and it's for this 
very reason that he and his 
team are currently putting 
the finishing touches to a 
new multi-sports simulation 
for Empire. 

International Sports 
Challenge is to feature six 
sports: Diving, Show Jumping, 
Cycling, Shooting, Swimming, 
and the Marathon. The line-up 




was originally going to include 
Discus, but although the 
segment was completed and 
fully working, Harlequin decided 
to replace it with Shooting, 
because it didn't offer as much 
depth as the other segments. 
Okay, so the mix of events is 
new, but otherwise, what's so 
special about this simulation^ 

Well, unlike most multi-sport 
games. International Sports 
Challenge employs both 
bitmapped graphics and vectors, 
and one of the events, Marathon, 
is a purely strategic event with 
no arcade elements whatsoever. 

The emphasis has been on 



trying to come up with 
reasonable control methods for 
each of the events, with often 
novel results. In Diving for 
instance, rather than executing 
the various moves with different 
contortions of the joystick f a 
simple system is used where a 
marker is moved to track a ball 
within a circle. This requires 
dexterity rather than simple 
knowledge of the available 
moves/In the swimming 
event it's timing that's 
most important - unlike 
other swimming games, 
this one actually requires 

you to breathe! 
The vector 

graphics are used in 

the cycling and 

show jumping 

events to give a 

realistic first- 



manoeuvres and their tariffs. 

The strategic event, the 
marathon, has been cleverly 
designed to interlace with all of 
the other events. 

A player can begin by setting 
his initial configuration for the 
marathon (pace, dnnking 
options, and so on), and then go 
off and play another event. 
Then, when that event has been 
completed, go back to the 



person perspective 
The Show Jumping is 
particularly effective, as 
the fences lurch towards 
you and then suddenly 
disappear as your horse 
clears them. These events 
have been created 
by Dave Mann, who was 
previously responsible for 
the impressive vector 
graphics driving sequence 
in Tynesoft's Beverley 
Hills Cop. 

Harlequin has gone to 
great lengths to get the 
graphics just right. Videos 
of swimmers and horses 

►eing digitised to 
make them as realistic as 
possible, while the team 
has carefully researched each of 
the events. Graphic artist Mike 
Lanreth is even making use of an 
ancient book on diving, complete 
with diagrams of all the 




marathon, see how his runner is 
doing and adjust the settings if 
necessary. 

International Sports Challenge 
is scheduled for release in late 
October. 



J ust three of the events in 
Harlequin's International 
Sports Challenge; An unusual 
mix of bitmaps and vectors. 





; a ::*rj VULTURE COMES UNDER SIEGE 

LI Q On VULTURE PUBLISHING, a new name in the 

ever-growing list of software publishers, has 
announced its first release, Siegetttaster, an 
isometric 3D action RPG! 

The player's objective is to complete 100 tasks set 
by the spirit of his or her wizard father. This 
involves laying siege to 10 castles and, ultimately, 
facing the evil lord in his castle lair. 

Featuring Goblins, Trolls, Elves and Beastmen, a 
variety of objects to collect and use and a quick and 
easy control system, Seigemaster will be available 
next month for £23.99. 



HEELING A 
HEADACHE 

WHOOPS! We 
screwed up 
slightly in last 
issue's review 
of Head Over 
Heels, the Hit 
Squad's 910 per 
cent rated 
isometric 
adventure. The 
price should 
actually have 
read £7.99. not 
£9.99 as we 
stated. There. 
If s even better 
value than we 
thought' 



BARGAIN 

HUNTER'S 

PARADISE 

THE ALL- 
FORMATS 
COMPUTER FAIR 
is still going 
strong, with six 
more events 
lined up for the 
rest of 1991. 
The fairs are 
good 

opportunities 
to pick up 
hardware and 
software 
bargains and 
get to see a lot 
of games and 
machines under 
one roof. The 
scheduled 
events are: Oct 
6th - West; Nov 
3rd - London; 
Nov 10th- 
Midlands; Dec 
1st -Scotland; 
Dec 14th - 
London; and 
Dec 15th- 
Leeds. To find 
the times and 
venue for the 
fair nearest to 
you (and to 
book advance 
tickets) phone 
0225869100^ 



1 HI < >N^ t ic TORFR 1991 



.19 




ELF 
SERVICE 

NIRVANA 
SYSTEMS, the 
company 
behind Elf, is 
looking for 
another 
programmer to 
work on its 
latest game. 
Potential 
applicants must 
be based in the 
Harrogate/York 
area and be 
proficient 
68000 and/or PC 
programmers. 
Interested 
parties should 
contact Paul 
Ogtesby at 9 
Oat lands Drive. 
Harrogate HG2 
8J2, or phone 
(0423)883565, 



ACTIUISION ANTICS 



FOLLOWING ITS BUYOUT 
BY THE DISC COMPANY 

and its subsequent move to 
France, the dust finally seems 
to have settled at Activision, 
with the company announcing 
a new line-up of titles for 
release this Autumn. 

The first of these, Shanghai 11; 
Dragon's Eye is a 
5trategy/pu2zle game based on 
the popular Chinese game of 
Mah-Jongg, where piles of tiles 
are removed fay finding matching 
pairs. Graphically, Shanghai II 
will feature 12 different tile 
layouts based on the Chinese 
calendar, with attractive 
animations when each round is 
cleared. The game will be 
available next month for £29.99 

In a completely different vein, 
Bushhuck is a world-spanning 
educational adventure game set 
in the 2010, with the player 
searching for a rare Masai mask. 
You are equipped with flight 
tickets to anywhere in the world 
as your quest takes you from one 
exotic location to another. Look 
out for Bushbuck in your shops 
in November, priced at £29.99. 






BUSHBUCK. 



i 



SHANGHAI II: DRAGON'S EYE* 



INTO THE 
JET AGE 

PRODUCT 2000 has just 
released a new range of Jet 
joysticks. 

Called (quite imaginatively, we 
trust you'll agree) the Microjet, 
Superjet, and Mega jet, they each 
feature hard-wearing and 
I responsive microswitches and a 
| specially-designed 'comfort' grip. 

The entire range should be 
available from a retailer near you 
now. Phone (081) 644 0033 for 
further detaUs. 




GERMAN STARS 
TAKE A BYTE 



GERMAN SOFTWARE 
PUBLISHER Starbyte, 
previously known for Clowti- 
O-Mania and Rolling Rotmy, is 
set to launch a range of new 
games in the UK over the 
coming months 

The first of the Few will be 
Crown, a comic style game set in 
an alternative world populated 
by intelligent animals in which 
you undertake a quest to 
challenge the king for his crown. 

Next on the list is Lords Of 




Doom - an action adventure set 
in a sleepy hamlet overrun by 
zombies, werewolves, mummies 
and vampires. Your task is to 
encounter and defeat the four 
Lords of Doom (hence the 
name!) before it's too late. Lords 
Of Doom will be available early 
in October. 

Later that same month will 
come Crime Time -which places 
the player alone in a foreign 
country, accused of a crime 
which he's not guilty of. The 
task is obviously to struggle to 
establish your innocence and get 
back home. 

Finally, in November and 
December respectively, will come 
Spirit Of Adventure (an RFG) 
and Tlte Return Of Medusa - 
the follow-up to Starbyte's 
previous effort, Rings Of 
Medusa . 

All titles will be priced at either 
£19,99 or £24.99, 




INVADE 

THE 90S 

SPACE INVADERS IS BACK! 

Well, sort of, as Domark's 
software team, The Kremlin, 
has just finished the 
conversion of Taito's '90s 
reworking of the '80s classic. 
Suffer Space Invaders* 

Looking and playing like a cross 
between souped-up versions of 
Space Invaders, Phcenix, Gorf, 
and Galaxians, Super Space 
Invaders features strange new 
types of aliens, different attack 
formations, end-of-level 
guardians, secret levels, and the 
original cartoon attract sequence. 

It's out soon, priced at £24.99. 



BOLDLY 
GOING 

ELECTRONIC 
ARTS is to 
celebrate the 
25th 

anniversary of 
Gene 

Roddenberry's 
legendary TV 
series. Star 
Trek, with the 
release of a 
licensed game- 
tentatively 
entitled, Star 
Trek: The 25th 
Anniversary 
(witty, eh?). 
Details are 
sketchy at 
present but it's 
believed that 
the game will 
contain two 
distinct parts, a 
Wing 

Commander- 
style flight 
simulator and a 
Sierra-style 
adventure. 
More details as 
we get them- 





NEWS 




►► m 



FOLLOWING THE UNMITIGATED DISASTER of 
(he previous month's cover, Gareth calmed everyone 
down with a serene planet image (below) to herald 
NovagerTs Damocles {and possibly boosted our 
circulation figure by acquiring several thousand 
confused readers of Astronomy AW!). Space was 
also a big theme inside the mag: Ready soft had just 
announced its impending conversion of S/wce Ace. 
the follow-up to Dragon's Lair, a game that proved 
beyond doubt that you don't need play ability to sell 
outrageously overpriced products - just pretty 
pictures. Meanwhile The Bitmap Brothers, still 
enjoying the success of Xenon II, were working hard 
on Cadaver. Little did we realise that Bros were 
about to pull the plug on their Mirrorsoft deal and 
go their own way with Renegade, After almost five 
years of overpriced software, Virgin Mastertronic 
shocked the world by announcing a 1 6-bit budget 
range priced at £4.99! Now, of course, Prism has 
outdone everybody with its £2.99 budget range, 
ensuring that you can afford a great quantity of 
software, if not a great quality. Everyone was 
looking forward to the annual PC Show which, in 
that format, is now defunct - something which 
seems to have been a theme for that year: being 
shown off were the disastrously received ST laptop 
(Stacey) and the Konix 
Multisystem. Among the other 
companies present, but destined 
for the scrapheap, were 
Grandslam P Hewson, Softek, and 
Tynesoft. In our sole Work In 
Progress, Activision was once 
again going to great pains to 
prove that it could successfully 
convert powerful hydraulic 
Sega coin-ops. Fortunately the 
game in question, Power Drift, 
was fed to a decent developer 
and came out relatively 
unbruised. On the review 
front, 3D was the order of 
the day with Damocles and 
Bomber tying with a joint top 
mark of 95 per cent (yes, we were 
impressed). Other notables were Continental Circus 
(better than the original coin-op), F-1$ Strike Eagle 
II (the PC version) and Infection. Just to prove that 
we could run tips on just about anything, we came 
up with a Player's Guide on Outlaw's Shoot Em Up 
Construction Kill New in the arcades were the 
excellent Escape From Vie Planet Of The Robot 
Monsters, w'lich was destined to be nicely converted 
by Domark, and the slightly dodgy Pocket Gal 2 - a 
Japanese game of pool in which your female 
opponents removed all their clothes! We rounded 
off the issue with a look at Nintendo, which had 
still to make an official Foray into the UK market. 
We introduced you to the delights of Nintendo 
Cereal and the rather less appealing 'Homework 
First' lock, which allowed unscrupulous parents to 
prevent their little darlings from playing games 
until their homework was done (how horrible). We 
also told you about the Super Famicom long before 
anyone else was shouting about it, and predicted 
that the Game Boy would knock spots off the Lynx. 
Were we rights Of course we were.., 

• Laurence Scotford 




RAINBOW 
REAPPEARS 



HAVING BEEN UNUSUALLY 
QUIET for the last few 
months, German 
developer/publisher Rainbow 
Arts is about to re-emerge 
with a brace of new titles 
over the next couple of 
months. 

The first of these, Fate - Gates 
Of Dawn, is a fantasy RPG, 
played out in four different cities 
with up to seven levels and 12 
10,000 room dungeons. Taking 
charge of the usual band of 
adventurers, you pit your wits 
against an evil sorceror from a 
parallel world and his band of 
more than 500 intelligent 
accomplices. 

Scheduled to appear on the 
Reline label, Fate - Gates Of 
Dawn will be available soon 
costing £24.99. 

In a different vein, 
Transatlantic is a business 
simulation for one to four 
players. The follow-up to Arts' 
previous business sim, Oil 
Imperium, Transatlantic throws 
the player into the competitive 
world of shipping, placing him or 
her in charge of a fleet of ocean 
liners and allowing just about 
everything - from choice of route 
to advertising and even company 
mergers. 

Due out next month, 
Transatlantic is reputed to be 
bigger and more detailed than its 
predecessor - and all for £24.99. 

Finally from this line-up of 
conspicuously non-arcade 
product comes Centerbase, a 




futuristic trade and strategy 

game which gives the player 

power over an 

entire city. 

Everything is 

under 

computer 

control, 

including the 

health, 

wealth and 

security of 

your 

citizens. 

Totally 
menu 
controlled, 
Centerbase 
once again 
allows up 

to four players to take part and 
promises a mixture of rotating 
graphics and detailed still 
pictures in the strategy section, 
combined with numerous action 
sequences. 

Priced once again at £24.99, 
Centerbase should be on the 
shelves before Christmas. Watch 
out for further news and reviews 
of these games in future issues of 
The One. 




Centerbase. 



MULTIPLE FLY-BOYS 

TIRED OF FLYING ALONE* Then a new multi-player on-line 
flight system from the US may be just what you're looking for. 

Produced in the US by Kesmai and administrated in these parts by 
On-Line Entertainment, Air Warrior allows up to 40 people to fly 
against each other in the same digital 'airspace' - players can take 
command of bombers and fighters, joining into squadrons and forming 
alliances (there are even tanks to be driven if you fancy returning to 
the ground for a spell). 

Air Warrior is played via modem on standard (ie r non 0898) 
telephone lines, with On-Line charging an hourly 'system access' fee of 
£1 .50 (plus VAT). Further details are avaiable on (081) 558 6114. 
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Use your planning skills and put them into quick action, as you fight 
through 16 levels of challenging gameplay crammed with masses of 
enemies, special and hidden bonuses. 

Pick up extra powers like lasers, power-ups and time stops and face 
the ever changing massive "Boss Alien". 

VOLFIED: READY TO ATTACK YOUR NERVOUS SYSTEM! 
VOLFIED: SKILL, STRATEGY AND EXTREMELY QUICK REFLEXES 
VOLFIED: AMAZINGLY SIMPLE IN CONCEPT, INCREDIBLY ADDICTIVE TO PLAY 
VOLFIED: YOU HAVE TO SEE IT TO BELIEVE IT 



rfO 



irMVHiMrnv 




PROMG 1 i fOR THE COMMODORE AMIGA, C64. ATARI 

ES BY OXFORD DIGITAL ENTERPRISES 

AVAILABLE ON IBM PC, AMIGA, ATARI ST, COMMODORE 64 

AND ARCHIMEDES 
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SHAUN SOUTHERN 



Programmer 



DESPITE THE FACT that one-man game developers have 
largely become a thing of the past, it's still often the 
programmer or designer who is given most of the credit by 
the press. There are certain people who are quite happy with 
this, but Shaun Southern isn't one of them. Throughout our 
conversation I was continually reminded that Magnetic 
Fields is a team and not just a 
pseudonym for Shaun Southern, ar. 
was politely requested before I put 
down the telephone receiver not to 
forget to mention this fact. 

Although Southern is responsible for 
coding and much of the original 
design of Magnetic Field's games, he 
isn't averse to getting his hands dirty 
in other areas. In Gremlin's current 
Lotus project for example, he took 
care of the road graphics and 
implemented the spot sound effects 
(which meant wandering around with 
a tape recorder for weeks), although the music was produced 
by a freelance team employed via Gremlin. J I used to do all 
the graphics/ he admits, *but they turned out a bit ropey - 
even though they seemed okay at the time!" 




Like most of the top game programmers 
working today, Southern taught himself. He 
began at the tender age of 13, tinkering with 
his school's Commodore Pets, much to the 
annoyance of the final-year students who 
were attempting to complete their projects. 
Then in 1981 he received a Vic-20 for 
Christmas and six months later bought 
himself a machine code cartridge. He's never 
looked back since. 

Although he's now used to the luxury of 
sophisticated assemblers, monitors and 
linkers. Southern's first work was put 
together using a simple line assembler which 
didn't even allow the use of labels, making 
coding even the 

smallest game a Cf\ ■__ 

laborious affair. In *\JFT OGRAPMV 

1982 he sent some < 16 -*><t only - th e £ " ' 

games off to Mr. Chips | rtu f Would f j|j a pac 
Software (as Magnetic i °" •*» own!) 
Fields was then « c 

known). One of super Cars 

these, Jackpot on the ; • Lotus Turbo Esnrit 
Vic-20, was sold to Challenge 

Mastertronic - from • Suno* /-„ 

there on the • Lotus r 

company turned out I _. f ' Ur bo 
games at a prolific ^"^I'enge 2 

rate, most of them 
for Mastertronic. Then in 1983, 
following three-months at university (during 
which he did no coding), Southern started 
full time with Magnetic Fields. 
Magnetic Fields philosophy is a very simple 
>ne; to try and make games fun to play. 
The payability is largely down to me," 
Southern declares, "and I consider it to be 
the most important element. Before 
machines were capable of fancy graphics and 
sound, payability was everything. I've tried 
to carry that old-style gameplay through into 
new games-" 

Nowadays, however, Southern doesn't get 
too much time to play games. The only 
thing he's bought recently has been 

lemmings. "I tire of things very quickly/ he admits. 
Of his own work, his favourite project was the first Lotus 

game, which he has managed to complete playing himself. 

"It's just worked out that we've been exclusively writing car 

games recently," he says, "although I can't complain - 

they've been good to us." 

For the moment it looks like 
Magnetic Fields isn't going to 
escape from car games; there's a 
course designer and data disks for 
Lotus 2 in the pipeline. But 
Southern is hopeful that they will 
find time to do a shoot 'em up soon. 
"I want to put everything we can 
think of into it, and try to get a 
really good atmosphere. We've got 
some ideas for a sort of cross 
between Defender and Populous (it 
would have strategic elements as 
well) and maybe to use fractals." 

And with that enticing snippet I let Southern get back to 

coding... car games! What elsei 

Laurence Scotford 

%lctiif Turin Chttlleitgfi 2 is reviewed in this issue. 
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HENRI GORON 



Publisher 



AVE AR£ OFFERING people dreams," says Henri Coron. 
describing the philosophy which drives the French publisher 
lnfogrames, for which he runs the Qapham-bascd UK 
operation. 

Twenty-nine years old, Coron has been based full-time in 
Britain for just over a year now, having previously been 
responsible for the UK in his capacity as head of the firm's 
French-based export department (where he also had 
responsibility for Germany. Scandinavia and Australia). 

Despite the obvious attractions of such an international 
career. Coron was keen to make the move to Britain so that 
he could take control of what he sees as the biggest market 
for software in Europe - and also so that he could spend 
more time with his wife, Dominique, and their two children: 
*I was travelling three weeks out of four/ he explains, 
"which was very interesting at first T but quite tiring and 
boring towards the end." 

So, in his own words, he decided to "invade the UK r - was 
it a wise rnovev "It's a good experience." he declares, "what 
with 1992 coming and all, besides, I've never spent more 
than four years in the same place - it T s in my blood to move 
around/ 

Apart from anything else, Coron believes that living in 
Britain has helped him get to grips with what the UK games 

player wants to see: "When you live 
with the people you understand 
them more - 1 now know that we 
have to make games with a more 
UK style" 

Coron believes that part of this 
difference in tastes between the 
two countries is that the consumer 
in the UK is better informed and 
educated than his counterpart in 
France for example, there are 
only three computer games 
magazines in France compared to 
the massive choice available over 
here. 

"Also, the French magazines aren't critical like the ones 
over here/ Coron says. "But it's good to be critical. In the 
UK the people who play games really get into the magazines 
and go out and test the games and so on/' 

He dislikes generalised criticisms of French games - 
especially the old chestnut that they always look good, but 
lack payability but agrees that there are differences 
between French and British games; 
"Technically, we have always been up to 
date - for example, we were among the 
first 10 develop for CD-I to CDTV - 
and our programmers are very 
accurate. However, it's only now 
that we're catching up in terms of 
playability" 

On the subject of CDTV, Coron 
is a staunch defender of 
Commodore's much-maligned 
multimedia black box: "People 
criticise Commodore for its CDTV, 
but at least it's actually in the shops, 
;jys, pointing out that his Bun's 
version of Sim City (right) was one of the 
first games developed for the new machine 
and has sold very well so far 



SONOGRAPHY 

(Some of Henri's 

• Captain Blood 

• Hostages 

• Sim City 
. worth And South 

• Ghengis Khan 

• Metal Masters 





As he's just mentioned Sim City, I ask if he's disappointed 
that Maxis chose to use Ocean to publish its follow-up, 

\Earth, Coron points out that his company isn't big 
enough to compete with Ocean in an auction for publishing 
rights, but feels that he could have done a better job of 
selling the complex world simulator than the Manchester- 
based arcade and film tie-in specialist: "You'll notice that 
each company has its own separate style: Electronic Arts, 
Ocean, SSI., they all have their own identities. Our style is 
to produce games for all of the family, 1 think that's what 
we're known for T so, while we wouldn't sell as many of 
RofoCop 3 as Ocean, we would sell more SimEarth than 
them." 

Coron then takes this opportunity to wrap things 
up with a quick run-through of what 

Infogrames will be publishing for the rest of 
1991: "Later this year we are launching a 
3D tennis game which has a lot more 
strokes than any other game of its 
type, then we have a game called 
ven Colours (left) - a strategy 
game rather than a puzzle game - 
and then we have Etcnniw, an RFC 
with very beautiful graphics and 
more humour than you usually 
have in games of thus type../* 
1 ask him if this inclusion of 
humour is.a reaction to the usual 

/seriousness of games of this type 7 to 
which he laughingly replies: "Of course - 
after all, life is to be enjoyed/ 7 

Ciaratt Brcmtan 
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STEVE SCREECH 

Programmer and Game Designer 

WHAT ON EARTH has happened to the long-hatred 
dropouts who used to develop games£ Programmers these 
days seem to he remarkably ordinary and sane, Take Steve 
Screech for example, he's happily married, lives comfortably 
in Surrey and even knows what the year is! Fortunately for 
us there's nothing ordinary about his talent. He is, after all, 
the man who created the most bought, played, and talked 
about sports simulation ever. 

Since his humble beginnings as an 8-bit programmer, 
Screech has risen to become Anco's main asset - although 
nobody realised that this would happen when he first came 
up with a design for a new type of sports simulation late in 
1987. This revolutionary system was the basis for two 
games: Face Off] an Ice Hockey simulation programmed by 
Screech himself (and which he now freely admits was 
'dreadful') and Kick Off... 'nuffsaid! 

Kick Off was developed in partnership with the now- 
legendary Dino Dini, who was responsible for programming, 
while Screech concentrated on the design. Giving up control 
to such an extent was evidently not entirely to Steve's liking, 
which is why he's programming the forthcoming Tip Off 
basketball simulation himself. The Screech/Dini partnership 
goes on however, in the continual development of Kick Off 
and its data disks. 

The inspiration for Kick Off came from a dissatisfaction 
with football games in general. The best program up to that 
point, Screech claims, was Jon Hitman's Match Day: "It was 
a sad state of affairs," says Screech, "that the best footie 
game was for 8-bit computers." So he set about designing a 



game to improve on 
the payability of 
previous efforts. 

Screech wasn't 
entirely surprised by his 
game's success. "By the 
time it was published 
I'd been playing it for 
over a year," he 
reminded me, "so I 
knew how playable it 
was.' 7 If anything's 
surprised him it's been 
the continued interest: 
"It's still rare to see a 
letters page in a 
magazine without Kick 
Off being mentioned." 

Was its success at all 
worrying to him4 "In 
some respects it's 
worrying,'' he says, "but 
any other company will 
have to go to extreme 
imits to produce 
something which 

matches Kick Ofj :, 
especially with Kick Off 3 on the way. It's going to be at least 
three years before another decent footie game comes out." 

So what then are the most important aspects of a sport to 
capture in a simulation^ "The computer has got to provide 
intelligent opposition. It can't do ridiculous things. 1 achieve 
this by getting the computer to play itself and if the game 
looks real. I'm happy." 

Understandably Steve watches a lot of sport. He's a 
dedicated Crystal Palace fan, so football has always had a 
look in, but recently he has had to watch a lot of basketball 
too. Although he has yet to see a live ■■■ 
game, Screech did get a US video 
system with a whole package of 
videos from the States. He's also got 
a satellite dish which allows him to 
watch a lot of American sports, 
which perhaps provided the | 

inspiration for a future product - a J 
complete reworking of Face Off. 

Sports simulations apart, Steve I 

has always Fancied writing an ' 

"over the top" D&D type 

program, set in various time 

periods. "I already have a 

storyboard, but it would have to 

be spare-time job," he declares. 

"But the prospect of doing it on ( 

a console is extremely interesting. 

Screech doesn't get too much time to play games: " 

do play Kick Off and Player Manager - mainly to find ways 

of improving them - and I like strategy games, but I'm 

certainly not a fan of shoot 'em ups and the like. When I do 

get time to play other stuff I prefer simulations like Stunt Car 
Racei 

Laurence Scot ford 



SONOGRAPHY 

•Pace Off 
• Kick Off 

•**#* Man a g er 
•Extra Time 
(data disk) 
•Kick Off 2 
• Pinal Whistle 

(data disk) 
• Wnning Tactics 
(data disk) 

* H PROGRESS 
•Tip off 
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LETTERS 



Has another month gone by already? It must have, 
as the postman's back in hospital with that problem 
he always seems to get when we make an appeal 
for more letters. Anyhow, a huge 'well done' to all 
of you readers who wrote in - and what happened 
to the rest of you? Don't be disheartened if your 
letter isn't printed this month, as we had enough 
mail to fill about 20 pages - try again next month 
and you might just be the lucky winner of an all- 
new The One For ST Games T-shirt. Just like this 
lucky chap in fact... 



SPOILED FOR CHOICE 

Dear The One, 

Have you ever stopped to think about the amount 
of games that are released for the ST every 
month' Last week I went into my local software 
shop and the owner (who i know quite well) 
showed me seven new games that he thought I 
should try out, Think about it seven new games! 

How on Earth is anyone meant to keep their 
software collection up to date when it would cost 
up to £150 per month to buy all of the new (and 
worthwhile) games^ The only thing that we can 
do 1 suppose is make very careful choices before 
we actually part with the cash. 

Luckily though, this choice is almost made for us 
by the people who write the games in the first 
place. What do I mean by this' Simple. So many 
of the games that I see coming into the shop each 
month are - to put it nicely - derivative of 
previous games that I already have in my 
collection. 1 mean, a shoot 'em up would have to 
be really special before I'd buy it, as I already have 12 (yep, a 
whole dozen) on the shelf in my bedroom. 

Don't be fooled into thinking that it's only shoot 'em ups 
and arcade games though, look at all the 'Populous-beaters' 
that have recently come out. If game designers and 
publishers gave us less clones and a few more original ideas, 
then people would surely buy more and there wouldn't be 
this great panic about the arrival of consoles. 

Am I being really naive in hoping for a little less quantity 
and a great deal more quale 
Michael Jeffries, 
Plowden, 
Shropshire 

of affairs . -I, but you prt My are being ti 

tittle bit hopeful in your desire for more originality. Wfty ; 

that all of the Populous clones an- beginning to appear 
!<' Becausi - been just hag the origt ante out 

for other programmers to have had i aspired 

bv it - ami some of the results are vei y %ood indeed (Graeme lug's 
1 top impte). All that you cai to vote with your 

■ and save your cash for when the next original game comes 
although by the time that comes around you might nt 
the money for your daughtet - v ddmgor somethuic tike that. 



TAKE-OFF DELAYED 

Dear The One, 
In your June issue (number 
33) you had a big write-up 
on a game called Airbus A320 
in which you stated that it 
would be released in August 
1991. However, we have 
been to every single 
computer shop on the 
Wirral to try to find this 
flight simulator and nobody 



has ever heard of it, nor is it 
on their new release sheets. 

Could you possibly shed 
any light on this matter or, 
failing that, would you 
please publish an address to 
write to for any 
information 1 ? 
Mr. C. Hilton, 
Wallasey, 
Wirral 
; As far as we know, Airbus 



A320 is now completely 
finished - at least as far as 
jamming goes. However, 
there are still a number of 
things holding its relet 
including producing all of the 
map', and the complex manual. 
Rest assured that we'll let you 
know as soon as things gt 
rolling again (which, we're 

assured* mil be before 

Christmas). 

CRY FOR HELP 

Dear The One, 
1 wonder if any of your 
readers can help me£ 1 have 
just returned from Australia 
and I have started getting 
your magazine, 

A friend loaned me a copy 
of your May '91 edition and 
I see you had been running a 
solution to Cadaver. As I 
have been completely stuck 
with Quest 3 for some time 
now, I have tried to get the 
necessary back issues, but 1 
understand they are no 
longer to be had. 

So, if any of your readers 
have them to share, could 
they please contact me at 
the following address: 98 
Ardmillan Crescent. Scrabo 
Estate, Newtownards, Co. 
Down, Northern Ireland i 
Bob Jowett, 
Co Down, 
N.Ircland 

The issues in question are 26- 
32 (excluding issue 28). We've 
checked with our Back Issues 
■a in Peterborough 
and they are in fact all 
available, so if you call the 
number on the Contents page 
they should be able to help you. 

QUESTIONS, 
QUESTIONS... 

Dear The One, 

I have nine questions to ask. 

Please try to answer all of 

them... 

l.IamaWWF 
Wrestlemaniac and would 
like to know if there are 
any plans for any WWF 
games on the SI ■ 

2. Are there any plans to 

' convert Technos' mVF 
Superstars coin-op? 

3. Will US Cold convert 
Wrestle War and Strut 
Fighter Z to the ST£ 

4. After gaining the license 
to convert Sonic The 
Hedgehog, will US Cold 



convert any of these 
MegaDrive games: Mi. 
Mouse, Revenge Of Shin. 
and Fantasia^ 

5. Will EA convert its 
MegaDrive games Ice 
Hockey and Road Rash to 
the ST£ 

6. Will any of these NES 
games be released on the 
ST: WWF Wrestlemania 
Challenge, Su\ w A lano Bros 
!-•>, Fundi Out, Snai 
Rattle V Rolf World 
Wrestling, Pro Wrestling and 
Ifcga Man I ■ 

7. When will the 
conversions of Smash TV, 
Snow Bros. Teenage Mutant 
Nittja Turtles, Pitftghter, 
Caveman Ninja and 
Bonanza Bros be released*^ 

8. Will any of these coin-ops 
be converted to the ST: 
The Final Round, The Main 
Event, Euro League. The 
Simpsons, Crude Busters, 
Blade Master, Heroxs, 
Rolling Thunder 2 and 
SplatterhouseS 

9. Which Joystick do you 
recommend £ 

Danny Murdock, 

Cat ford. 

London 

Okay, here %oes... 

I. Yes. 

I Yes. 

3. Maybe 

-i. Probably not. 

5. Shouldn't think so. 

6. Not tike 

7 Sooner or later. 
8. Probably. 
■'. Competition Pro. 
-v. how was that i 

MAJOR THREAT 

Yo Editor! 

Can you help me? I'm part 
of a new up-and-coming 
Amiga demo group who are 
on the lookout for Coders. 
Could you please advertise 
this in your letters page and 
get people to help<J 

If you don't print this, I'll 
find a use for a Competition 
Pro on Mark Scriven that 
you've never seen before. 
S. Beresford 
Barnoldswick, 
Lanes 

Sony we would have helped, 
but you were so rude about 
asking - 'yo editor' indeed! 
Anyhow Mark Scriven left us 
month's ago. so we don't realty 
care what you do to him. 
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FINDING FIRE 

Dear The One, 
Could you please help me in 
tracking down an old piece 
of software? About four 
years ago myself and a 
friend came across a game 
called Fire Power It was a 
tank battle type game with 
a two-player option and we 
had hours of fun with it. 

To make a long story 
short, we have long since 
lost this game and would 
like to find another copy - 
but we don't know where to 
get one. 

We know that there's 
another program with the 
same name, but that's a 
fairly boring strategy game 
about some WWII battle - 
that's definitely not the one 
we're looking for. 

If you (or any of your 
readers) do know of the 
game in question, could you 
please let us have the name 
of the software house or 
where we can buy it from. 

Thanks in advance for 
your help. 
R.Taylor, 
Harwell; 
Leicester 

Yes! We remember that one too 
- h was a split-screen affair 
that was excellent fun in two- 
player mode (then was 
another, simitar, game from the 
same company called Turbo), 
We put our thinking caps on 
and came up with the fact that 
it was sent to us from America, 
and as far as we could 
remember it had © Silent 
Software printed on the label - 
after that, you're on your own. 
Anyone out there who can helpt 

ANOTHER LETTER 
FROM STUART N. 
HARDY 

Dear The One r 
While browsing through my 
large collection of elderly 
computer magazines, I had a 
good idea which would give 
a wealth of micro facts in 
one big volume, 

A new 'computer 
yearbook', produced in a 
similar style to the 
immensely popular Outness 
Booh OfRecords f would give 
up-to-the-minute 
information to computer 
enthusiasts on the software 
houses and their games. 

Each company could be 



j given a separate page of 
information, including data 
such as: 

1) Company name, address, 
telephone and fax 
machine numbers. 
2} The year the company 

was founded. 
3) Names of important staff 
members, development 
and programming teams 
and so on. 
j 4) List of labels {with 
prices!) which the 
company publishes for. 
: 5) Number or games in the 
current catalogue, 
categorised (arcade, 
strategy and so on) for 
easy reference, 
: 6) Best-selling title to date. 

7) Biggest failure to date. 
j 8) Biggest licence signed to 
date. 

9) List of awards (with 
years) which the 
company has won. 

10) Information on future 
releases and probable 
release dates. 

Tm sure that many 
gamesplayers would find 
such a book extremely 
useful indeed, especially if it 
included both budget and 
full-price companies. 

The book could then be 
updated anually to include 
all the newest facts and any 
profits earned could be 
shared equally amongst all 
of the participating software 
houses. 

What are your own views 
on this subject? 
Stuart N. Hardy, 
Wales, 
Sheffield 

Wltat are our views Stuart f- 
Our views are that you should 
\ stop writing these letters to 
\ magazines all the time - 
haven't you got anything else to 
dot Every month we open our 
mailbag and there it is, - 
another letter from Stuart ;V 
! Hardy. When do ever get time 
\ to play with your computer^ 

Tell you what Stuart, why 
\ don't you compile the yearbook, 
I seeing as how you have so much 
spare time. 

LOST GAMES 

Dear The One, 

I Could you please tell me 
when fyic by Ocean and 
Birds Of Prey by Electronic 
Arts will be released —^q 

: for the Amiga. I have K« 



SPEAKER'S 




GET UP ON THAT SOAPBOX and shout to the world 
that you've got something to say - or, if the thought of 
making a fool of yourself in public like that sends shivers 
down your spine, then maybe you could just send it in to 
Speaker's Corner here at The One. Think about it, for just 
the price of a stamp you could become something of hero 
among your friends, sparking debate throughout the 
country and getting people thinking for a change..- or, 
maybe not. 

RIGHT RIVETTIMC RATINGS 
Anyhow, here on the corner this week we have one major 
topic for discussion - game ratings, 

Kevin Neoh of Yarm in Cleveland sets the ball rolling 
with his views on the subject, saying: 

"Most of the time I agree with percentages given, but sometimes 
I think you give a game too high or low a rating. Take Toki for 
example. I think it is brilliant, so I would have given it 91 per 
cent instead of the 88 per cent that you gave it. * 

There's hardly a great deal of difference between 91 and 
88 per cent, but Kevin obviously thinks that it's significant 
enough. Just as a little bit of background, we should point 
out that here at The One all of the marks given are arrived 
at after a lively debate in the office - so although you may 
see just one reviewer's name at the bottom of the page, the 
percentage rating is definitely a group opinion* 

Which leads us nicely onto the next letter, which has 
flown in all the way from Simon Barnet in Clapham, 
South London (come to think of it, that's not too far at 
all), Simon thinks that maybe we should employ specialist 
reviewers instead of just: 

*, , , letting any old re who walked in off the street review 

whatever happens to be in the disk drive at the time. For example 
your esteemed editor Air. 'baldy' Brennart himself, reviewed both 
Magic Pockets and Thunderhawk in the last issue - how can he 
possibly be an expert on two completely different types of garnet 
Surely if he's an arcade freak- then he'd mark Pockets up and 
Thunderhawk down (or vice versa of course)/ 

Are you serious Simon? Do you really think that a person 
can only enjoy one type of computer garnet Surely that's 
the beauty of this whole hobby, that you can spend half of 
your time exploring the Blacktooth Empire or reaching the 
next Rainbow Island, before switching Off and rebooting 
for a spot of MiC-bashing or Kick Off 21 Anyhow, as we've 
already said, the percentage rating is a concensus, so it's 
bound to get a fair hearing no matter what. 

UGLY NIUGSHOTS 

We finally did it last month.,, after months of reader 
pressure, we finally printed the team's photos at the 
beginning of the Review section. But did they go down 
welK like a ton of bricks in some places. Take Roger 
Bentley from Newark, Nottingham. He thinks: 

*Tkat bunch of misfits you showed last month were the ugliest 
ever seen in a computer tnagazint don't do it tig 

Whereas Kim Turner of Colchester said 

"How nice it was for you guys to finally let us see what you took 
like. And what good-looking chaps you are too - especially that 
Jools Watsham. Any chance of a phone number^* 

Certainly not! What kind of boys do you think we are? 
Anyhow, the letterbox is now open for this and any other 
debate which takes your fancy. You know where we are.., 
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SERGEANT 
SOFTWARE 

Why do you keep writing to 
the Surge? He's not as good 
as he used to be... 



Dear Sarge, 

My Father has decided enough is enough and is going to 
become an MP (hopefully one day he'll even become 
Prime Minister). He says he can do a better job than the 
current lot and could restore the country to one where 
everyone is working. 

The only thing is, while he's trying to achieve this goal 
he's spending all his money on getting himself noticed, 
which leaves us, his family, with barely enough food or 
money to survive, So please, please could you send me 
some software, it would be terribly apprieciated, as I'm 
really browned off folding publicity leaflets all day. 
Robert Gorvette, 
Hulme r 
Manchester 

■it Dad ~ %oing to be PMi Well, what arc you worrying 
abouti .i henyou'n sitting in Number 10 you'll be laughing: 
u II get loads of attention and probably even have an arcadt 
met in your bedroom. So stop your whin 

THE WORLD'S UMLUCKIEST PERSON 

Dear Sarge, 

1 am the worlds unluckiest person. My mother and 
father only stop arguing to beat me or sell some of my 
most prized possessions to go drinking. 

My grandmother secretly bought me my computer, but 
when my parents found out they banned her from ever 

mg me again and she died from a broken heart. I don't 
thinkl I'll ever forgive them, but on the bright side I 
managed to conceal my computer and play with itwhen 
they are at the pub. 

I managed to scrape together a fantastic software- 
collection (I had three games, one of them full-price!), but 
because I had to keep them from my parents 1 hid them 
in the coal bunker and they ended up on the fire. 

1 could have bought some more I suppose, but I'm still 
paying off the vet's bill from when 1 had Muffy (my cat) 
put down because of the mysterious cigarette burns 
which he somehow got all over his back. 

Could I please have maybe one or two games£ But 
please don't print my name in case my mum beats me as 
I haven't told her that I'm writing this letter. 
Willie Williams, 
Woking, 
Surrey 

!/ Willie you certainly have had luckha\ 

tybe if von \ md didn't do thing* behind your 

parents' bach I'd be able to help you out, but not this time I'm 

.:id. By 'he shiny pound coin you 

sellotaped to the both w later. 

STRAIGHT TO THE POINT 

Dear Sarge, 

Can I have some software ' 

C. Brady, 

Bletchley 

■ ■: then 



contacted both of the 

i ompanies and they seem to 

know less than myself. 

Please help me with my 
dilemma as 1 expect these 
games to be big! Thank you. 
J.B, 
Leeds 

Funny that you should ask 
actually, as we were only just 

. -. itching our heads about those 
very games the other day, when 
news arrived in the post from 
both Electronic Arts and Ocean 
that both games would be out 
before Christmas. I wouldn't go 
into Ladbrokes and waste any 
money on actually seeing cither 
game by that date though. 

PUBLIC DOMAIN 
WORRIES 

Dear The One, 
Over the past few years I 
have built up a huge 
collection of Public Domain 
disks, mainly graphics demos 
and music with some games. 
I would like to set up my 
own library, but I am not 
sure which disks 1 can safely 
copy and send out to people. 
Also, how much can I charge 
for disks S 
Alan Leighton, 
Derby 

If these are programs that you 
have yourself bought from Public 
Domain libraries then, on the 
whole, you are free to distribute 
them. You should make sure 
though that you do not use any 
loader programs that have been 
written by other PD libraries. It 
is also illegal to distribute cover 
disks from magazines (although 
some PD companies have tried 
to do this in the past). If any of 
the programs you wish to 
distribute are Shareware, then 
you should contact the author to 
let him or Iter know that you 
plan to do this, then he or she 
can send you updates and more 
information. You will have to set 
a price for your disks 
proportionate to your costs. 



Price* range from as little as 
$9p to as much as £2. $0. It '$ up 
to you- and best of luck'. 

SILLY SYSTEMS 

Dear The One, 
I am really fed up of reading 
in magazines about some 
'great new game system 
which is going to 
revolutionise the future of 
gaming'. When and if tht- 
fantastic new systems appear 
they're usually rubbish. If 
you want an example, what 
about Level Nine's HVGEl 
That was supposed to be 
brilliant, but Champion Of 
The Raj which was a HUGE 
game was absolutely awful, 
apart from some nice 

traphics - and whatever 
appened to Billy The Kidi 

Then there's Virtual 
Reality, which should be 
called Virtual Rubbish. 1 
went to the Trocadero centre 
in London recently just to 
try it out and I couldn't 
believe how boring it was. 
What is everybody making 
such a fuss abouti There are 
loads more arcade machines 
better than that. 

Why is it that people still 
think isometric games are so 
brilliant as welH Ultimate 
had those cracked years ago 
on a feeble Spectrum. I'm 
starting to think that 
everything about computer 
games these days is all hype. 
The best games I've got are 
ones that haven't got any so- 
called revolutionary systems, 
but are just packed with 
payability. 
]onathon Morris, 
Jersey 

Yep! And sausages tasted better 
too - and policemen weren t 
afraid to give you a clip around 
the ear if you deserved u and 
there was good-old Vera Lynn 
and Grade Fields and down the 
shelters and nice 'Uncle Joe' 
Stalin. Those were the days! 



Got something to get off your chest? Then why not 

put it on paper and send it to us here at The One, 

EMAP Images, 30-32 Farringdon Lane, London EC1R 

3AU (Sergeant Software letters should be clearly 

marked as such). The Letter Of The Month (should 

we decide to award it) will earn its author a T-shirt. 

All correspondence should be confined to one side 

of the paper and, where possible, confined to a 

single sheet. The editor reserves the right to edit 

any letters as he sees fit. Please do not include an 

S.A.E. as, due to the volume of mail received, we 

are unable to make individual replies* 
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PROJECT Harlequin 
PUBLISHER Gremlin 

•AUTHOR The Warp Factory: Andrew 
Flndlay (Programming, Design) Ed 
Campbell (Graphic Artist, Design) • 
INITIATED February 1991 • RELEASE 
November 1991 



Wearing a tight-fitting spangled 
body-suit and a black mask is 
nothing unusual for Gordon 
Houghton; it certainly helped him 
get to the heart of Gremlin's 
diamond geezer. 

In the beginning The Warp Factory created the 
Harlequin. There was no plot, no gameplay, no 
level design - just a multicoloured character 
wearing Dick Turpin's visor. Andy Flndlay, 
principal programmer at TWF, explains how the 
sequined star was spawned: "We were throwing 
some Ideas around back in February, and we 
were looking for something unusual. We toyed 
with ideas like scrolling shoot 'em ups, but they 
weren't original enough for what we wanted. And 
then It hit us - a Harlequin. The first thing we 
came up with was the name, and the character 
emerged from that. It's hard to see exactly where 
we got the inspiration from, but since then the 
game has developed into something surreal, with 
loads of different elements." So how would they 
describe it in half a dozen words? "A platform 
game like nothing else." 

TWF's only previous game was written for CRL: 
It's a beat 'em up called Battlebound, which they 
actually finished in October 1990, but which has 
been held over until this Christmas - which 
means that Harlequin will probably appear on the 
shelves before it 

The only aspect of the programming that the 
Glaswegian duo aren't responsible for is the 
sound. They usually digitise and implement their 
own effects "except when they're not up to 
scratch", and even at this late stage they are still 
considering Inviting someone to program the 
sound for them, but it's almost certain that 
Gremlin will find someone first. Barry Leach at 
ImagiTec is the most likely candidate - amongst 
other projects for Gremlin he's already written the 
music and effects for Super Cars 2, and has also 
contributed to Pegasus and Utopia,. Because 
these last two have been taking up so much of his 
time, he hasn't even had time to think about what 
sounds Harlequin may produce - "The ideas will 
come when I see the game," he says. 

When TWF finishes Harlequin in October, the 
team intends to diversify Into another different 
genre. Ed Campbell Is particularly keen on 
producing a role-playing gangster game - "it has 
never been done well." He's already sketched out 
a few preliminary design Ideas; It would ride the 
borderline between action game and simulation, 
and would feature your character working his way 
up the mafia ladder. This is a long way off, 
however: for now, both Andy and Ed are content 
with sequined jump-suits and levels of pure 
fantasy. 




JiU 




THE STORY SO FAR 




The plot behind Harlequin Is a heart-rending tale of heartache and heartbreak. After 
a lifetime's expedition seeking out new diamonds for his suit and alternative 
colours for his face-mask, the elusive Idol returns to his homeland of Chimerlca. He 
finds it in a sorry state: no one is at home, the trains have all been cancelled and you 
can't find a needle and thread for love nor money. Worse still, the comforting, low 
'thud-ump' of Chimerlca's heart, which for so long has kept people happy and free 
just by resonating throughout the architecture, has gone. Disappeared. Nary a 
ventricular fibrillation. And the great clock, which had kept time for as long as the 
land had existed, now stands as idle as a sloth with broken legs on holiday. 
Something's up. 

With a twinkle In his eye, Harlequin recalls the good times 
he had in childhood: the joyful laughter, the free milk, the 
hours he spent wandering through the passages and 
corridors. No one locked the doors, no one slapped 
his wrist and said 'keep off the grass', no one 
shouted at him - he was king In his own castle. Now 
the doors are all locked, and a rusted sign hangs on 
the clock tower's barred and bolted portal. A few 
squirts from a bottle of Ordinary Cleaning Liquid 
removes the greasy grime of decades and reveals 
the words: "Out of Order, Due to Broken Heart!" 

He can't believe It. Who could have done such a 
thing? How can he mend a broken heart? Where 
should he start? Guess who has to find out? 





Much of Harlequin's design is 
sketched out on paper and 
thoroughly tested before It makes it 
Into the final game. This 
meticulousness is partly due to 
the mistakes The Warp Factory 
feel they made with Battlebound: 
"We just plunged straight into 
the programming. This time 
we've taken a step back and 
looked at It hard. There's no 
story board as 
such - it's more a 
series of ideas: 
we'll come up 
with an idea, I'll get 
something going on the 
computer, we'll try it for a 
month, and If it doesn't 
work It's out. We're 
constantly trying to 
Introduce new ways ot 
getting the character 
and level to Interact." 
All of the levels 
have been designed 
on paper from 
scratch: "it's 
more for practical 
reasons than 
anything 
else, so 
that we can 
gauge from 





the start the different distances between 
platforms, how far you'll be able to 
jump - that kind of thing." 
Implementing the gameplay 
hasn't been without its 
difficulties, as Andy explains: 
"The toughest part was the 
collision detection, because 
there's so much of H. I had to 
write a sprite editor and a map 
editor for the whole game, 
otherwise the 20 levels would 
have Just been too big." He 
started writing the game on the 
ST, since that's where most 
of his programming 
experience lay, and that was 
the format on which he 
presented a demo to 
Gremlin back in May. 
However, as the project 
has continued Andy 
has been drawn more 
. and more to the 
Amiga, and now 
intends to finish 
that version first. 
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GAMEPLAY 



The game uses what TWF and Gremlin have coined a 'dynamic 
mapping system/ 1 What this involves is you wandering around 
pulling switches and solving puzzles to create your own landscape. 
Andy sees it in terms of flexibility and being able to wander around the screens 
almost at will: "The game opens up as you play, the player determining the layout of 
the overall map for himself, tt injects more variety into the initial design." Doors lead 
to whole new areas, switches open up gaping holes in walls that you thought were 
solid. It's not a question of helping you get through all the areas, since the team 
doesn't see the game just as a linear progression through various levels. "Your 
main aim is to collect the four pieces of the heart. You can pass through a 
landscape without picking up all the exits or goodies on that stage. There's not just 
one simple way to complete the game - you can take any route. You could finish it 
several times over, taking a different road each time and finishing with different 
points totals/' 






WITH PUBLIC 

TRANSPORT In 

Chimerica a thing of the 

past, our nimble chum 

has to take any vehicle 

that's offered to him* So, 

when he has scaled the 

clock tower he takes his 

chance with open arms 

and grabs hold of a 

passing kite to carry him 

to the next stage. The 

team is currently testing 

out other unusual means 

of getting around, too - 

including ropes, death 

slides, trampolines and 

unicycles. 



HIGH ABOVE THE STREETS of Chimerica, our fleet- 
footed friend balances precariously on the slippery- tiled 
roofs. A few lithe twists and leaps later he could find 
himself in the Virtual Television room. This is just one of 
the ideas TWF is toying with: by switching channels and 
jumping into the screen 
Harlequin will be able to select 
any level he likes. 





AT FIRST GLANCE, all of The Nimble One's tasks will appear 
easy. Just a bit of running around and jumping, you 1 !! think. 
This is exactly how the programmers want you to see the 
game, so that you'll fall flat on your face before you reach the 
top of the clock tower. In truth, the mass of enemies and 
puzzles will have you exhausted and scratching your head 
before you can say 'double diamond works wonders 1 . Your 
only barrier against adversity Is your own beating heart, which 
fires projectiles at your command. This weapon has its own 
special conditions, as Andy points out: "One thing we decided 
on from the beginning was that there would be no limits on 
your ability to fire - in a lot of games you can't fire unless 
you're standing still. Hero you can be running, or Jumping, or 
doing whatever you want to, and you'll still be able to kill 
something." 



♦ ♦ 





HARLEQUIN IS NOT 
THE ONLY 
CHARACTER in the 
game capable of climbing 
and sliding down ropes - 
many of the enemies ore 
just as agile. In keeping 
with the dream-like level 
design, the foes vary from 
marauding alarm clocks, 
bullet-spitting Buddhas, 
scorpions, lightning bursts 
and poison bottles. Andy 
feels this variety is at the 
core of the game: "The idea 
of the sprites was to make 
them fit in with the look and 
the feel of the level you find 
them on - they are 
not just thrown in. M 
He also points out 
that they all have a 
limited form of 
Intelligence: "They 
follow individual 
routes, interacting 
with the platforms 
almost as much as 
the Harlequin. They 
can jump up, climb, 
potter about and 
fall right in front of 
you* They're not 
stupid/' 
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THE HARLEQUHTSWIDE RANGE 
of actions uses up more than 60 
frames. These include walking 
and running left or right, 
jumping to different heights, 
crawling (for tight spaces), 
crawling backwards, crouching 
(to avoid enemy fire), sliding 
down ropes, Jumping up slopes, 
swinging and hanging, sliding on 
slippery patches and firing. In 
addition, some tokens allow him 
to enhance himself with one of 
three special abilities (see 
panel). 



THE TEAM HAS 
AIMED for a 
frantic, surreal 
feel to the 
graphics * 
Harlequin here Is 
Inside the clock 
tower surrounded 
by a mass of giant 
cogs, wheels, 
pulleys, swinging 
chains and secret 
doors. The variety 
achieved 
the other 
levels might 
moke you 
you are pi 
a different 
game each 
lime: our 
spick-and- 
spangle hero 
encounters 
landscape 
like The D 
Mile, a sai 
plain where 
strong winds blow 
him towards huge 
sand snakes, and 
the Sewers, 
where he changes 
into an angel fish. 
He's also taken 
high into the air, 
deep inside an 
organ, down a 
huge throat and 
into 'cutesy 1 land. 
Ed's bizarre 
graphics give 
oach stage a 
unique feel. 




THE HERO 




Our hero the Harlequin Is a queer fish: able to slip up greased poles quicker than 
a ferret from a drain and sporting a suit with more diamonds than a pack of 
cards, he has a long literary history. He originated in Italian comedies, but took a 
place in British pantomime as a mischievous character invisible to all eyes apart 
from his faithful sweetheart. Columbine, 

The idea for him came to Andy and Ed in a blinding flash of light: "He was an odd 
sort of character who typified what we wanted to do in a game: something unusual, 
fast, covering large spaces, acrobatic and fun. We were fed up with all those cutesy 
heroes." They also wanted someone who could interact as much as possible with 
his surroundings: Harlequin can perform all the standard superhero functions, and 
a few more Strider-esque ones, such as sliding up and down slopes. This makes 
him very adaptable to the games variety of landscapes 

n addition to his everyday functions he can collect Jack-ln-the-Box tokens which 
give him special abilities. At the mere touch of a joystick he 
is transformed into a limber angel fish, allowing 
him to wend his slimy subaquatic vertebrate 
way around the sewers; or he can grab hold 
of an umbrella to slow a rapid fall and give 
him some directional control, Mary 
Poppins-style. Finally, our sprightly 
supple superstar can bounce around 
manically on a Space Hopper, 
whisked through time from a 1970s 
kids' street party. 

Good news for keyboard-haters 
is that TWF is aiming to make all 
Harlequin's actions joystick- 
controlled, as Andy explains: "We 
don't like using the keyboard at all 
- we want to keep the game 
flowing. That was the whole idea of 
spreading the map over a large area: 
a lot of platform games are very 
confined, and we wanted to make this 
one spacious, fast, and very active." 





GRAPHICS 




The visual design, effects and animation are the 
responsibility of Ed Campbell, who has attempted 
to provide each of the 20-plus levels with a unique set 
of graphics, adding up to about 850 screens in total. 
He is applying the same philosophy to the sprites 
which have been drawn to match the tone of the level 
in which you encounter them. Even when all the 
sprites, sampled sound effects and music are up and 
running, the graphics should run at 25 frames per 
second. On top of this, many of the 16-colour 
backgrounds have two layers of multidirectional 
parallax scrolling, and nearly all of them have at least 
one. 
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The sheer pace of the game, end to end 
action and tactical game play is the core 
of TIP OFF, a basketball sim ulation- 

A SIMULATION WHICH IS 
GREAT FUN TO PLAY 

Players' skills, attributes and fitness together 
with the astute substitution of players and 
change of tactics banks by the coach, holds 
the key to success in basket ball. TIP OFF, i 
therefore includes some managerial aspects of 
the game. The main features are:- 

* Mulli directional scrolling screen 

* Five skill levels. Skill level of bolh 
teams can be set independently. 



1 to 4 players option. Option to play against the computer or another player ijrfeam up with another 

player against the computer or another player or two players. 

Facility to practice skills and tactics. 

Facility to create a team at all skill levels and design tactics. 

Instinctive Joystick controls to dribble, pass, shoot or do a dummy. 

There are two running speeds, two types of dribbling and passing 

and five types of shots at the basket Pump shot, Hook shot, 

Skyhook, Running Jump shot and Slom Dunk). 

Each player on the court is an individual with a unique mixture of 

attributes (Age, Height, Flair, Pace, Stamina and Composure) 

and skills (Passing, Dribbling, Stealing, Shooting and Jumping). 

Two types of Leagues. Action Replay at 3 speeds. 

Extra moves are available using two independent 
burton joysticks using the EXORLENCE System. 



AMIGA ATARI ST - 

IBM PC & COMPATIBLES 
PRICE £25.99 




EASY TO PLAY - HARD TO MASTER 



Published by 





Software Ltd 




8 Mlllside Industrial Estate, Lawson Road, Da'tford, Kent, DAI 5BH Tel; 0322 292513/8 Fax: 0322 293422 



What will you ch 




FORMULA ONE Haveyouever 

wondered what il 

would be like to be 

one ol those 26 

drivers, revving on 

the grid, wailing (or 

the Green light to 

start you off on a 

mayhem of crashing 

gears, smoke, roaring engines and burning rubber as the Grand Prix 

season races off into another year? Welt, now you can strap on your 

seal beltt MicroProse and Geoff Crammond, the author of 'Revs' and 

'Stunt Car Racer\ have teamed up to engineer the only complete 

Formula One Grand Prix simulation. 

MicroProse Grand Prix is crammed full of features: 16 undulating 3D 
circuits from the street tracks of Phoenix and Adelaide to the glamorous 
Monaco harbourside and the choice of 26 independently controlled cars 
out of the current teams; from Jordan and Brabham to Williams and 
Ferrari. 

Study the circuit in practice, adjust your car to achieve peak 
performance, then roar away for your fastest qualifying lap lime to put 
you ahead of your rivals on the starting grid. Overtake the other cars by 
slipstreaming or outbraklng them into corners, then watch Ihem in your 
wing mirrors as Ihey try to catch you. Be careful, you might have to 
avoid a shunt that's just happened around the next bend. It's tough, it's 
challenging, it's exciting, it's the most realistic Grand Prix simulation 
ever. 

• Authentic cockpit controls with radio and adjustable wing mirrors. 

• Realistic tyre and brake wear; judge when To make that vital pit stop. 

• View the racing action from television cameras located all over every 
track and replay your greatest triumphs and worst disasters. 

• Unpredictable weather patterns; the race may start dry but a sudden 
cloud burst may force you to change your tyres and style of driving. 

• Four levels of difficulty, from novice to potential Champion, make 

this a challenge to all drivers. 

• From Ihe back of the starting 
grid to World Champion, 
MicroProse Formula One Grand 
Prix, it's all there bar the shouting! 

Formula One Grand Prix will be 
thundering into all good software 
stores soon for your Commodore 
Amiga, Atari ST and IBM PC & 
Compatibles. 

MicroProse Simulation Software is available al al 
good software stores. II you ovnmonoo difficulty in 
obtaining any ol the MicroProse Mies they can be 
ordered directly from us al MicroPros. Unit 1 , 
Hampton Road Industrial Estate, Telbury. Gtas. 
GLS BID Tel, 0666 504026 





MicroProse Simulation software -Yo i 



COMMODORC AMIGA ANp ATARI ST SCREEN SHOTS SHOWN. ACTUAL SHGI5 MAY VARY BY FORMAT 
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ICROPKOSE 





Compuler owners who like golf have been lortunate to have a wide 
range of games to choose from. Now. with MicroProse Golf, they've 
also got the definitive simulation. If you've been playing around, stop; 
and start playing a proper round. 

MicroProse Golf accurately recreates the fairways and greens of each hole 
using stunning 3-dimensianal technology which allows you to travel 
anywhere around the course. You can even follow the ball as il flies 
through the air and watch from numerous selectable TV viewing positions. 

Accurately modelled club and ball dynamics take account of club 
selection, ball and foot position and swing, with varying course 
conditions adding to the huge range of effects that you can witness at 
first hand. MicroProse Golf is so true to life that it will actually improve 
your own golf game! 

Realistic 3-D landscape allows you free movement around the 
whole course. 

Animated Televisual" presentation and camera positions, including 
a unique follow-the-ball option. 

Six challenging courses, each in a different style, including 'links', 
'woodland' and 'water' courses. 

Options to change slance, swing, tee and ball positions and see 
their effects on your shots before, dunng and after each stroke. 

Varying ground and atmospheric conditions. 

Player profiles which change over time, including a full handicap 
system. 

A dozen game types including strokeplay, matchplay. best ball, 
skins and a full tournament option for 1 to 4 human players. 

Customizable computer opponents and replay facilities. 

Statistical and graphical hole- 
by-hole analysis of your 
performance. 

• Easy to learn tutorial and 1 50 
page manual packed with hints 
and tips to help your own game. 

MicroProse Golf will be leeing- 

off soon at all good software stores for your Commodore Amiga, 

Atari ST and IBM PC & Compatibles. 
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PROJECT Campaign 
PUBLISHER Empire 

• AUTHOR Jonathan Griffiths (Design, 
Programming) Saul Marchess 
(Additional Graphics) • INITIATED 
February 1990 • RELEASE November 
1991 



Who remembers Rainbow Arts' 
Conquerot? Another case of 
'good graphics, where's the 
game?' But now the system is 
back, this time with a strategy 
angle and Kati Hamza is trie first 
to take a peek. 

JONATHAN GRIFFITHS IS A TANK 
ENTHUSIAST. At the age when most boys were 
more interested in girts and acne lotion, 
Jonathan was already playing wargames, gluing 
Airfix models and even scratch-building his own 
model tank creations Irom basic plans and 
several plastic sheets. 

These days, his methods are a little more 
sophisticated. With Conqueror (the land-lubber's 
companion piece to David Braben's Virus) 
already under his belt. Jonathan is now turning 
his attention to something significantly more 
complex: Campaign is his second major tank 
project: a fully-blown WWII wargaming 
extravaganza. 

"Conqueror just had a number of separate 
options which weren't linked together in any 
obvious fashion." he explains. "You just played 
a battle, with your forces versus the enemy, but 
you didn't know why you were doing it." 
Campaign, on the other hand, puts you in charge 
of the overall plan of action. 

Essentially the game divides into two parts. In 
the campaign planning section, commanding 
either Axis or Allied tank divisions, you set up 
your own environment and move your vehicles 
about. Then it's on to the animated 3D battle 
where you have the chance to plunge into the 
action and take charge of an individual tank 
whenever your forces and the enemy's meet. 
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1 A I hether you're 3 Panzer buff or total tank ignoramus, Campaign should still 
VV have something to offer you, which Is all down to the deliberately 
accommodating design of the game. An auto option means that it's entirely up to 
you whether you actually go out and drive the tanks you've directed on the 
campaign map. If campaignings more your thing, you don't have to take part in any 
battle at all - the results of confrontations are simply announced. "The idea is that it 
gives you the ability to customise the game to play at whatever level you want. You 
can focus on the campaign level and only ever have automatic battles or you can 
Just ignore the campaign and let it produce battles for you as the forces wander 
about the map. It could be coped with by virtually anybody/* 




THE DATES AND THE ARMIES are historically accurate, but the design of the battlefields is 
a matter of personal taste. The final version will be fully kitted out with several predefined 
maps or varying complexity, but at the hub of the game is the map editor. By creating your 
own landscapes, you can set your campaign virtually anywhere * including completely 
fictional terrain. Size Isn't Important either: Campaign caters for all tank buffs regardless 
of whether their ambitions are modest (gaining supremacy over 625 square kilometres) or 
so grandiose that nothing less than the full 3200 kilometres squared [that's a massive 
10,240,000 square km) will do. 
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THE STORY SO FAR 




The Impetus to create a computerised equivalent of the table-top wargame stems 
Irom Jonathan's dissatisfaction with the real thing. "The problem with having all 
these tiny little tanks on a large table is that you get a gods eye view. You can 
actually see all the enemies and obstacles that should be concealed." Manoeuvring 
presents another poser: a single tank may move 10 centimetres every turn, in which 
case it simply jumps over any enemies that happen to be in the way and avoids 
confrontation in a totally unrealistic fashion. Add to that the essential requirement 
of always having two friends about (one to play against, the other to umpire) and 
you've got something of an unwieldy table-top project* 

Put H on computer though and all these obstacles vanish. For a start, you don't 
get to see the enemy unless you make a deliberate attempt to spy on its positions 
using spotter planes. Nor does it matter if you're playing on your own - and at an 
average update of around 10 frames per second, though the action is still moving in 
jumps, the intervals are now so small the problems are far less obvious. 
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ITS ON A SCREEN LIKE 

1HIS that all manual 

land battles are fought. 

Friendly vehicles are in 

yellow, enemies in 

magenta and the 

vehicle currently under 

your control is cyan. At 

present all you can see 

of the landscape are 

trees (dark green) and 

grass (light green) but 

the final version should 

sport houses, roads, 

rivers, bridges and 

towns. 





Right from the word go, Jonathan was aiming at producing 
a more realistic campaign sim than some of the products 
already on the market- Including Conqueror "In lots of 
games you only gel to control one tank in a fairly artificial self* 
enclosed world, but I'm giving you the chance to control all 
the various available tanks with equal facility/ 1 he enthuses. 
"You can even control anti-aircraft guns, armoured tanks and 
all the rest of ft." Planes and ships, an integral part ot Second 
World War battle strategy* are also included, though you can't 
actually pilot them for the simple reason that they're 
totally incompatible with tank controls. 'With a tank and 
a gun you can turn left, turn right and shoot. On a plane 
you've got banking to cope with and the view from the 
sky is completely different- My 30 plotting routines just 
aren't sufficiently generalised to make them work with 
aircraft as well/' 

Initially, Jonathan had hoped to include infantry 
divisions too, but the animation essential to make this 
work proved just too memory-intensive. Unlike a moving 
tank (which looks exactly like a stationary tank in 
motion) a man requires extra movement frames for 
every running step. "With hordes of little men running 
about I would have had too many 'Please Wait 1 symbols 
popping up." 




GUNNER OR DRIVER, take your pick. In 
the battle sections, the view tracks 
either the turret or the hull, depending 
on your choice of career. And in any 
given situation the view from the turret 
(shown here)... 
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THE CAMPAIGN MAP Is a flexible 
organ. Using the sliders and the 
magnifying glass at the bottom 
right, it's possible to zoom in on 
trouble spots and observe the action 
in detail. In this case the action's 
really hotting up. It's September 
1943. the Allies are invading the Bay 
of Naples and we're on the German 
side (as denoted by the iron cross 
on the right.) Using the icon 
controls, it's possible to call up 
information on the various groups of 
forces available from a formidable 
list; infantry, aircraft, anti-tank 

upsi engineers, navies, 

ervations groups and artillery. By 
the way, the icons shown here are 
waiting for a face-lift courtesy of 
graphics specialist Saul Marchese. 
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YOU MAY NOT BE 
ABLE TO FLY 
HANDS ON, but 
you're the one who 
tells these planes 
exactly when? to 
go. Select them 
from the battlefield 
or the campaign 
level, give them 
their destination 
and they'll carry 
out their function 
(ground attack, 
target-spotting or 
bombing) until 
fuel's so low it's 
time to head back 
for base* 






A CLICK OF THE MOUSE 
BUTTON whisks you from 
the comparative inactivity 
of the battle map straight 
into the thick of the 
action. This is where you 
can take part if you wish, 
though if armchair battle 
is more your type of thing 
simply switch everything 
to auto and watch those 
Allies burn. 
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THE GAME'S 
LOGISTICS allow you to 
control the production 
and supply of vital 
armaments. Factories 
produce tanks, fuel and 
ammo, which are then 
supplied by a series of 
trucks. Sly campaign 
managers know It pays 
to seek out factories, 
capture and convert 
them* 
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WORK IN PROGRESS 

PROJECT Campaign 
PUBLISHER Empire 



WHETHER YOU'RE CONTROLLING a mighty Panzer or a 
more humble like this anti-tank gun, there's always a 
quick way out in Hi© heat of the fight Order a general 
retreat and the battle fast-forwards automatically (or 
1 ,500 gamo cycles. Any vehicles not on the battlefield 
at the end of this time get captured by the enemy. 
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All of the tanks, planes and armoured vehicles which fight it out on the 
Campaign battlefields start their life as a series of 3D shapes. Given the 
hundreds of different designs involved, you'd expect Jonathan to have created 
his very own specially-designed Campaign object-editor. In fact, he hasn't got 
one. 'I thought it would probably have taken me longer to write it, implement It 
and then put in all the shapes than it would just to create all the shapes from 
scratch/' he explains. Instead, it's all been done with pencil and graph paper. M l 
work out what the plan view of the side-elevations are by having either a model In 
front of me or copying out the plans and scaling them accordingly." It's inevitably 
a process of simplification: taking out details that aren't strictly relevant and 
simplifying what is essential so that its appropriate for plotting purposes. 

Interestingly enough, despite the fact that there are far more tanks, guns and 
aircraft than in the original Conqueror, Campaign's vehicles are all significantly 
more detailed. "The Conqueror shapes were very simplistic - no engine grilles, 
suspension detail, couplers and all the rest of it that you find on tanks now." 
Though he's using some of the original Conqueror code, much of it has been 
heavily modified, specifically the shape-plotting routines which were originally 
written by David Bra ben, 
Tve reduced the storage 
requirements of these 
tanks so they actually take 
up less room and are 
plotted faster even though 
they've got more detail/' 




ARTIFICIAL INTELLIGENCE 




As much of the battle action is capable of running without much direct 
Intervention from the campaign controller, perfecting the artificial intelligence 
of Campaign's tanks has taken up a large chunk of programming time. There are 
several intelligence levels to consider: the overall campaign strategy which deals 
with general group movements, the battle-strategy of sub-groups within these 
large groups and the individual tanks' tactics routines. Tactics are probably the 
easiest to perfect; each tank is capable of calculating the appropriate turret 
position, distance and trajectory to hit a particular enemy. "They know, for 
example, that if a target is too far away, it's not worth firing at because the shell 
tails off over range." They can also recognise different weapons and modify their 
reactions accordingly. "I've programmed a sort of fuzziness into it in the interests 
of fairness." Jonathan explains, "Otherwise there'd be no contest - they'd just 
line up and kill you." 

Getting the overall strategy right is a much more daunting task. "I'm not sure 
I've got it right. It's a bit difficult wanting to tell your tanks to go round to the left, 
say, and write that up as machine code. " It's something he's still working on, 
though one major in-built strategy element is already in use. When various tanks 
arrive on a battlefield they immediately team up with tanks of a similar design. As 
a result, whenever one heavy tank Is given a destination, all the others adopt 
similar positions nearby. "Because in virtually all cases the group fares better as 
a group than it would as Individuals, which means there's some element of 
strategy in there right away." Meanwhile, the player is free to introduce any 
number of alternative battle plans at will. 
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THERE ARE FULL TECHNICAL DETAILS like this available 
for every one of the hundreds of tanks, armoured 
vehicles, guns, trucks, ships and aeroplanes. By flicking 
through the details a seasoned campaigner should be 
able to work out exactly the kind of vehicles appropriate 
to every occasion. Left, roar, right and front elevations 
are shown at the right hand edge. The other icons show 
vehicle status (smiley face}, fuel and ammunition. 

CLICKING 

ON THE | 

RELEVANT 

ICON on the ' 

campaign 

map brings 

up a list of 

the available 

vehicles in 

each group. 

In this case it's the 1 Sth Panzer Grenadier Division 

identified by colour-code. If It's red, the tank is in battle: 

If It's blue, it's in reserve. 
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AM the best projects start with the germ of an idea. In Campaign's case 
Inspiration struck Jonathan all at once. "The campaign system is used by a 
lot of existing games anyway: all I did was work out how to implement it on a 
computer so that it would all hang together properly and form a coherent 
system." Initially, he came up with a 20-page game-plan, then started 
implementing the campaign map and battle systems. A lot of the initial plans 
have been altered in the process: "Having played it myself I've found that a few 
things don't quite work, so I've been doing quite a lot of tweaking." 

Unusually, several of the icon sprites and a few of the tank designs actually 
originated on an Archimedes. "The machine's advantage is that it has a proper 
basic - or one I like anyway. As I'm familiar with It I used the code to write the 
shapes. Basically I type in data in what I consider to be a meaningful form and 
then compress it so that the program can execute it very fast. It goes In as a 
simple command and a hex byte comes out at the other end." 
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Available for the 
IBM, Tandy, Amiga 
and ATARI ST 

Supports Ad Lib, 
Soundblaster, and 
ROLAND MT-32 
CM-64 PRO-E RA-50 
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A Fully-Animated 
Interactive 3D 
Adventure! 

"Maddog Williams is 
an endearing game, 
and we found it to be 
a very rewarding 
experience. If you 
like adventure, take a 
look at Maddog 
Williams!" 

- Ganiry Gappmayrr 
Game Reviewer 
Quill Publishing 

• Five Full 

Disks of Fun! 

• Over i I S Breath- 
taking Scenes With 
Fantastic Animation 

• 3 Exciting Levels of 
Difficulty. 
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Adventure! 



Brought to you by the Wizards at qxmecpApceRS 

Buy it now at your software dealer or call: 
SMG on 
(0274) 599-225 
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INCREDIBLE BUT TRUE! This is the second part of our 
exclusive competition which could win you three 
wonderful days in California at the Lucasfilm Ranch, 
home of the Lucasfilm movie production unit, Industrial 
Light and Magic (George Lucas' special effects company) 
and Lucasfilm Games, the creators of such classics as 
Indiana Jones And The Lasf Cnjsade and The Secret Of 
Monkey Island. 

The winner of this amazing competition will, along with 
a member of The One's staff, spend three days touring 
the ranch and meeting the people from Lucasfilm Games 
on an all-expenses paid dream trip. 

HOW TO GET THERE 

There's really nothing to it. You should have already answered 
the question printed in last month's magazine and retained the 
special coupon that wos printed with it. All that remains is to 
answer this final question, place last month's coupon on the 
entry form and send it to: Let Me At Lucasfilm, The One, EMAP 
Images, Priory Court, 30-32 Farringdon Lane, London EC1R 
3AU, to arrive no later than October 25th ] 991 . 

And now, here's the second question... 

Which distinguished actor played 
Obi-Wan Kenobi in Star Wars? 





LUCAS LM RANCH 

MONTH ONE 




RECKON YOU KNOW THE ANSWERS to 
the two questions? Then here's the place 
to put them... 

i 
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2 Affix last month's coupon here 

Now, in no more than 1 5 words, tell us 
which member of The One's editorial 
team you would most like to accompany 
you to California, and why. 




MONTH TWO 



Send your completed entry, together with your two 

tokens to: Let Me At Lucasfilm, The One, Priory 
Court, 30*32 Farringdon lane, London EC1R 

NAME 3AU 

a r\r>DCCC The editer'i decision a find and no correspondence wJ be entered info* 

AUUKCOO Employ {and Words aixlrek^^ 

US GoU and all of (heir related companies may not enter. Ha auh 
alternative will be offered in feu of inc winner being unabb, far any 
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LAINDON NORTH TRADE CENTRE 

BASILDON ESSEX SS15 6DJ. 
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Jake and Elwood, the original Blues Brothers 
The Blues Brothers original soundtrack 
1 or 2 players simultaneously 
More than 300 screens on ( different levels 
Multidirectional scrolling 
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COMMODORE C64 
AMSTRAdCPC 
ATARI ST 
IBM PC. 
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SOFTWARE 




Is piracy killing software? Kelly Beswlck asks a few of the people 
involved in combatting this growing problem. 





PIRACY HAS BEEN A PROBLEM for the 
computer software industry for as long 
as anyone can remember. One of the 
main reasons why It is so difficult to 
eradicate is that a person committing 
piracy could t>e completely unaware 
that his or her activities are Illegal. 
Take the example of copying a 
game for a friend. Often it's just a 
3ne-off Incident, Innocently 
undertaken with the best of 
ntentions. Yet even that simple 
process Is an infringement of the law. 
And if you multiply that one piece of 
copying by several hundreds of 
thousands, you get some indication of the 
real scale of the problem. 

It's estimated that the leisure software 
Industry loses millions of pounds a year 
through the illegal copying of games. "So 
what." you might think, "don't these 
companies make enough money 
anyway?" However, It's this misguided 
Robin Hood aura which surrounds the 
activity which opens the door for much 
professional pirating 

The most damaging forms of 
piracy are undertaken by 

people who know exactly 
what they're doing 
and are fully aware 
that it is against the 
law. And something 
else to bear in 
mind Is that lost 
revenue Is only 
part of the 
stoiy- 
innovation 
snd creativity 
lave also 
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been greatly hampered: over the years 
many a programmer has thrown In the 
towel when they found their hard work 
stolen from under their noses. 

But what about the end-user - you, 
the games player? 
Current prices are 
directly related to piracy. 
Software publishers claim 
that If software theft 
disappeared there would 
be a reduction in price. 

While all types of piracy 
are clearly illegal, the 
professional 
profiteer causes 
most harm. They 
are basically rip-off 
merchants who 
make their money 
out of others* efforts. 
Some operate as mail 
order outfits, while others 
tout their stolen wares as 
market street traders. 

Ironically, this form of 
piracy is the easiest to 
detect, so this Is where 
the bulk of prosecutions 
have been made. 
Organised pirate rings are 
far harder to break - 
they're usually a law unto themselves 
with the fruits of their labours 
remaining within a closed circuit. 

When you first load a copy of a game 
that's been pirated by a team of 
crackers, you usually see a list of names 
running across the bottom of the 
screen. These are the pseudonyms the 
hackers like to give themselves. It's all 
part of the bravado, with messages 
being sent to fellow pirates and sly 
digs being made at the people who 
provide the technical protection. 

Cracking teams seem to enjoy 
flaunting rheir illegal activities and 
some have become notorious within 
the business. But because of their 
assumed names, and the fact that 
contact is usually only made through a 
computer, it's extremely difficult to 
break the networks. 

So who can act against these pirates? 
One organisation that can do 




"The consumer 

must understand, if 

piracy exists and 

continues to exist, 

publishers just 

won't be able to 

afford to re-invest. 

It's an evil spiral 
and nobody wins." 

Roger Bennett - ELSPA 



something is the Federation Against 
Software Theft {FAST). This body acts as 
a sort of interface between the 
authorities and the industiy: it has the 
power of prosecution at its disposal 

and operates on both an 
nvestigative and 
reformative level, 
Since its formation back 
in 1986. FAST has done 
much to promote 
awareness of the 
copyright laws and it has 
certainly gone a 
long way in 
stamping out 
unconscious 
infringement. But 
there still remains 
the problem of 
professional piracy 
and, despite numerous 
prosecutions, the 
offences continue. Yet 
far from being 
despondent by the 
circumstances, FAST has 
maintained its position 
as a vigorous watchdog 
body. This can largely be 
attributed to the efforts 
and determination of 
one man - Bob Hay. 

As chief executive of FAST, Hay 
comes across as a man with a mission. 
His main goal in life is the eradication 
of software theft and it is an objective 
he takes very seriously. 

When you get talking to Hay on the 
subject of piracy, he soon makes short 
shrift of any defence a pirate could 
offer; "Software thieves are not 
heroes," he states, "and they are 
certainly not some sort of modern day 
Robin Hood, The vast majority are 
simply motivated by financial gain. 
They don't swap, they sell, 

"Pirates say that they rip off the 
software because of the high price and 
that otherwise they couldn't afford it I 
can't afford a Rolls Royce, but that 
doesn't give me the right to go out and 
pinch one. If that argument did carry 
any weight, piracy would only occur 
with full-price software, but that's not 



the case, it happens just as much in the 
budget market/ 

When It comes to describing a typical 
pirate, Hay can only pinpoint two basic 
characteristics- "It certainly seems to be 
people in their 20s. Apart from that, 
the only other thread running through 
is that the majority of convicted pirates 
also have other offences. As far as I can 
see, a thief is a thief is a thief," 

Hay is also at pains to dispel any 
notions of gallantry or wizardry that 
have become associated with piracy - 
and fiercely contradicts the Image that 
the pirates themselves try hard to 
cultivate, "What they are doing is 
hurting people, pure and simple. 
Companies go to the wall, investment 
and jobs are affected and as a direct 
result, innovation Is being lost 

"These people are not matching wits 
against wits with the guys who arc 
writing the protection. They use all the 




"These people are not 

matching wits against wits 

with the guys who are 

writing the protection. 

They use all the devices 

on the market to 

circumvent that 

protection, It's not being 

clever, they re just 

exploiting the talents of 

other people." 

Bob Hay -r AST 
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devices on the market to circumvent 
that protection. It's not being clever, 
they're just exploiting the talents of 
other people." 

Although FAST may appear to be 
fighting a losing battle, this year alone 
it has made dozens of raids, with a 
good proportion leading to 
prosecution. "A lot of our work is of an 
investigative nature." Hay explains, 
"and we get information from all sorts 
of sources. Mail order piracy Is a 
significant factor. Someone writes into 
a company advertising cheap software 
and what they get is a copy. The 
consumers often notify us. and what 
we do Is obtain the necessary proof. 
We then go to the trading standards 
authority or the police. Primarily It is 
the trading standards because 
consumer protection falls under the 
local authority." 

Two months ago, 9.000 disks were 
seized from a company called Pick 'n' 
Choose. The firm is now awaiting a 
court case, with the main 
Instigator facing charges 
for 96 different offences, 

Hay admits that 
prosecution is not always 
a simple matter. "We're 
currently Involved In a 
case where we're having 
to examine 
thousands of disks 
and do an in-depth 
report on each 
one. It's incredibly 
time-consuming, 
but at the end of the 
day, if we manage to 
make a prosecution It 
will be worth the effort." 

In the past, FAST has 
been accused of 
allowing the scale of Its 
efforts to be weighted 
too much in the favour 
of catching those 
responsible for pirating 
high-price business software. Hay Is 
aware of these criticisms and Is 
currently working in close co-operation 
with the European Leisure Software 
Publishers Association (ELSPA) to 
redress the balance: "We are both 
looking very closely at the matter, and 
we are now heading towards a 
dedicated staff within FAST to 
concentrate on the specific problems of 
the leisure industry." 

In ELSPA's two-year history, it has 
placed the problem of piracy as one of 



Software theft is a major 

problem. By current 

estimates a software 

publisher can only expect 

to reach 10 per cent of a 

particular machine's users 

with a new product - and 

that's even on the best 

full-price arcade game 

Roger Bennett - ELSPA 




Its main objectives. And as such, the 
organisation has forged a very close 
working relationship with FAST. 
"Safeguarding the interest of our 
members requires us to work very 
closely." explains ELSPA chairman. 
Roger Bennett. "Software theft is a 
major problem. By current estimates a 
software publisher can only expect to 
reach 10 per cent of a particular 

machine's owners with a 
new product - and that's 
even on the best full- 
price arcade game. The 
consumer must 
understand, if piracy 
exists and continues to 
exist, publishers just 
won't be able to 
afford to re-Invest. 
It's an evil spiral 
and nobody wins." 

ELSPA has also 
been working 
alongside FAST In 
controlling the sales 
of copying utilities and 
back-up devices. 
Although in some 
areas they do have a 
bona fide use, this has 
been greatly abused 
by both the hackers 
and unscrupulous 
manufacturers. 
As Hay points out, It's a difficult area 
to pin down: "With copying devices, 
it's hard to say whether they are just 
that. If it was clear, then they would be 
illegal but it Is a utility program. The 
difference is whether it has a legitimate 
purpose or not. 

This Is not an easy thing to prove. 
Many programmers use these utilities. I 
did see an advertisement for one of 
these devices recently with the caption 
'no program is safe". I certainly took 
that one up with the company, and the 




"Something else to 

bear in mind is that 

lost revenue is only 

part of the story. 

Innovation and 

creativity have also 

been greatly 

hampered." 



magazine which carried the advert." 

It appears that it's only the more 
sophisticated games that get off lightly 
in the piracy stakes. "If it's a very 
complex product that requires a wealth 
of information then it becomes a lot 
harder to reproduce," explains Ocean's 
boss David Ward. "The individual parts 
of the package, such as a large in-depth 
manual, mean copying Is a much 
bigger undertaking for the pirate." 

But. as Mirrorsoft's supremo Peter 
Bllotta states: "At the end of the day 
It's like stealing any property." And 
even the most complex of games can 
I find themselves on a pirate bulletin 
board, even If the player never gets to 
understand the Intricacies and depth of 
the product. All the storyboard 
protection and security codes In the 
world haven't stopped some pirates 
from hacking in. however badly. 

Bennett admits that the chances of 
piracy being eliminated in the 
Immediate future are pretty slim, 
although he does hold considerable 
faith In CD technology: "It's virtually a 
non-starter when it comes to piracy. 
"If everyone was to develop for CD, 
then of course It would be a 
: tremendous asset, as there would only 
be one format to publish on. When all 
computers have CD drives, then this 
option will become very likely and 
everybody would support It," 

Yet. regardless of the technology, in 
one form or another software theft 
looks likely to continue. As Hay 
concludes: "There's no difference 
between goods that fall off the back of 
a lorry and pirated goods. The thing Is, 
there always seems to be a market for 
people with sticky fingers." 

But will the pirates be happy when 
their sticky ringers have forced the 
publishers to move on to producing 
games for more sophisticated - and 
therefore more expensive - machines? 



48 



HE ONE OCTORFK !«»9I 










B I T 



A P B R O T 








They've nicked his bike. 

They've whipped his helmet. 

This time they've gone too damn far... 

NO ONE MESSES WITH THE BITMAP KID 



features: 

stacks of levels • heaps off weapons • swarms off intelligent nasties 

bonus games • secret rooms • loads and loads off power-ups 
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UNITED 

1. Zeppelin (Newcascle) 
The north-east is a bit of a 
remote outpost for UK software 
now that Tynesoft has bitten 
the dust- This last bastion of 
Geordie publishing specialises in 
budget software. 

2. Psygnosis (Liverpool) 

Arising from the ashes of 
the ill-fated Imagine, 
Psygnosis burst on 
to the scene in 
1985 as a 
specialist 16-bit 
publisher - 
perhaps somewhat 
ahead of its time. Now 
regarded as one of the premier 
developers, with special 
attention paid to packaging and 
graphics. If Psygnosis never 
produces so much as a single line 
of code again, it'll always be 
remembered lot Lemmings, the 
game which effectively silenced 
doubts about the payability of 
its games. 

3. Ocean (Manchester) 
Elder statesman of the UK 
publishers, Ocean began in 1983. 
Early titles came thick and fast, 
but top quality Ocean games 
were hard to come by until 
1985, when sports titles under 
the Imagine label made their 
mark in the games world. Also 
credited with being pioneers of 
the licensed game - way back in 
1983, Ocean published the 
'authorised' version of Century 
Electronics' Hunchback (phew!). 
Now known mainlv for its film 
and coin-op tie-ins. 

4. CDS (Doncaster) 

One of the oldest UK software 
publishers, CDS is probably best 
known for Sieve Davis Snooker, 
The Computer Store chain in 
Yorkshire is also part of CD5. 

5. Krisalis/Teque (Rotherham) 
Programming team/ publisher 
which has hit the jackpot with 



MJT I K I ^+ F\ ^% A A such as EM >'°»> 

IV I 1^ ^7 1^ ^J fVl 0utRm and the 

Capcom coin-op 
conversions, the name US Gold 
is almost becoming 
anachronistic. Still deals with all 
Lucasfilm and Access games (see 
last issue's world map)* 

10, Novagen (Birmingham) 
Low-profile publisher centred 
around programmer Paul 
Woakes' acclaimed, but hardy 
prolific, output. Since 1984, 
when Woakes and former 
retailer Bruce Jordan set up 
Novagen, company has 
produced Commodore's 
Nwaload system for the C64 
machines, Encounter, Mercenary, 
Damocles and Backlash - and not 
a lot else* 

11, Code Masters 
(Leamington Spa) 
Successful model for the 
'computer whizz-kid 1 stories 
once beloved of tabloid 
newspapers. Brothers David and 
Richard Darling began 
programming on a Vic 20 while 
at school in Canada, and were 
making money from their games 
by the time they took their O- 
Levels (now GCSEs). Now a 
comparatively ancient 25 and 23 
years old, the Darlings specialise 
in original games sold at budget 
prices - the Simulator range being 

regular best- 



its recent tie-ins with 
Manchester United. 

6. Gremlin (Sheffield) 
Set up in 1985 and spent time 
under the US Cold umbrella 
before emerging as an 
independent. Has built up 
steadily to cam a reputation for 
high quality driving/racing 
games, such as the current * 
Toyota and Lotus series. 

7. Core Design (Derby) 
Development team which set up 
as publisher in 1990, First 
independent title. Corporation, 
released to much acclaim last 
year, 

8. Elite (Walsall) 
Another veteran, Elite has been 
around since 1982/83, and was 
at one time at the forefront of 
the race to grab the rights to 
coin-op conversions 
(successfully, with games such 
as PajKrhoy and Buggy Bo)<). 
Currently much into console 
development. 

9. US Gold (Birmingham) 
One of the industry's giants, 
founded by Geoff and Annt: 
Brown to import American 
software for the Atan 400/800 
and Commodore 64 computers 
because they couldn't find any 
decent stuff in 
the UK to play 
on the 

machines. The j 
US Gold label 
was branded in | 
1984, and US 
publishers 
eagerly jumped 
on the 
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bandwagon. The Browns did 
such a good job of publishing the 
US titles that many of the 
companies reckoned it was 
worth setting up independently 
over here, so US Gold looked to 
home-grown programmers to 
keep up its output. With games 



sellers in the 
charts. 
12. 

Millennium 
(Cambridge) 
Originally 
began life as a 
division of the 
Longman 
publishing group, as part of 
logotron. Broke away to form 
the games house Millennium in 
1989, Millennium operates 
between offices in Cambridge 
and London and uses 
Birmingham-based US Cold to 
market its titles. 







13. David Braben/Ian Bell 

(Cambridge) 

Graduates of the Cambridge 

University computing hothouse, 

this pair wrote the legendary 

Bite. Braben then went on to 

write Zarch {originally as a 

demonstration of 

the assets of 

Acorn's 

Archimedes 

machine, later to 

become known by 

its 16-bit title, 

Vims) and has 

been working on 

Elite II ever since. 

14. Konix 
(Ebbw Vale) 
Set up in 1985, 
Konix was a 
successful joystick 
designer and manufacturer - the 
handheld Speedking sold vast 
numbers worldwide. By 1986, 
preliminary sketches and designs 
were already been drawn up for 
founder Wyn Holloway's dream 
games machine - a console 
which would run fast, 
graphically-stunning games, 
with hardware accessories (such 
as the infamous hydraulic chair) 
to enhance the sense of realism. 
This was of course the ill-fated 
Multi-System, a project which 
reached the prototype stage, but 
whose costs eventually proved 
to be Konix'5 downfall. 

15. D&H Games (Stevenage) 
Producer of football games with 
ever-more imaginative titles to 
distinguish them from the 
others: Tradsswl Managpr, Striker 
Manager, etc. 

16. MicroProse (Tetbury) 
MicroProse set up its UK offices 
in 1986, one of the first US 
companies to go it alone over 
here. The company enjoys 
impressing its American bosses 
by pointing out that the 
European HQ is just down the 
road from Charles and Di in 
Highgrove House. 
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17. Electronic Zoo 

(Cirencester) 
MlcroProse breakaway 
publisher formed by ex-Prose 
UK MD Stewart Bell in 1989. 

18. 21st Century Entertainment 
(Abingdon 

Reincarnation of Hewson, a 
doughty independent dating 
back to the days of the ZXSL 
Andrew Hewson began his 
computer en: cm ~ — t 
writing epics such 
as Hints And Tips 
fortheZX81. 
Hewson made its 
name with the 

Steve Turner — : 

games Sciddab Attack and 
Luttattack and Andrew 
Braybrook's Paradroid and 
Uridium. At one point one of the 
country's top software houses, 
Hewson never really recovered 
from Turner and Braybrook's 
defection (as Craftgold) to 
Te!ecomsoftinl989 
{Telecomsoft never really 
recovered either - its labels 
were sold to MicroProse not 
long afterwards). Went into 
receivership in March this year, 
only to re-emerge indecently 
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quickly as console publisher 2 1st 

Century Entertainment. 
^19. Incentive (Aldermaston) 
Another golden oldie, 
Incentive has been 
producing games which 
rely on their 
technological prowess 
since 1982. Work 
mainly centres on 
development and 
enhancement of its 
'Freescape' graphics 
system, which was first 
seen in its embryonic 
form in the action 
adventure Driller- This has 
now grown up to become the 
3D Construction Kit. Leaves the 
packaging, publishing and 
promotion side of the business 
to Domark- 
20. Sierra (Reading) 
Sierra moved in last year, placing 
its European HQ firmly in 
'Silicon Corridor*, the strip of 
land next to the M4 much 
populated by hi-tech companies. 
Famous for the Quest scries 
created by California-based 
Roberta Williams (see last 
month's world map) and, of 
course, Leisure Suit Larry\ 
21. Thalamus (Reading) 
Small (but no doubt 
perfectly formed) 
publisher still shaking 
off its Commodore 
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64-specialist tag. 

22. Commodore UK 
(Maidenhead) 
Originally based in Corby, 
Commodore shed its UK 
assembly plant in 1985 and 

ntually settled in 
Maidenhead. 

23. Atari UK plough) 
Opposite the railway station sits 
the (surprisingly small) HQ of 
Atari UK. 

24. Electronic Arts (Langley) 
In the US, it's the largest 
software publisher; in the UK 

it's taken over US Gold's 
mantle as a 

, publisher/distributor 
for many American 
developers, as well 
as EA originals. 
Interplay, 
' Interstel, 360, and 
f the Australian SSC 
all channel through 
EA in this country. Also 
exclusively publishes 
Bullfrog's titles in Europe. 

25. Empire (Basildon) 

Set up in 1987 by two refugees 
from Robert Maxwell's farmer 
distribution company, 
Microdealer, the Empire label 
publishes titles mainly 
programmed by Oxford Digital 
Enterprises -SktpUt$ i Is Lie, 
the Gazza soccer licence - and 
also had a hit with the Assembly 
line's Pipemania. Parent 
company Entertainment 
International handles products 
for French company Titus, 
Disney software and Sullivan- 
Bluth created animated cartoon 
software. 

27. Bullfrog (Guildford) 
High-profile programming team 
which proved thai Pep/bus 
wasn't a lucky one-off with the 
release of Powennonger and Flood. 
Began life writing Amiga 
databases - mostly because 
founder Pete Molyneux thought 
this was the only way to get a 
free development machine out 
of Commodore. 

27. Ubi Soft (Farnham) 
Leading French publisher which 
finally set up its own UK office 
last year, 

28. Mindscape/Origin 
tynes Hill) 

The UK operation for 
Californian Mindscape and 
Texan Origin can be found deep 
in rural Sussex. Also sources 
programs in the UK such as 
Tony Crowther's Captive and 
forthcoming Knightmart release. 
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1. System 3 (Harrow 
Burst on to the scene with 
International Karate in 1985, then achieved much 
notoriety with cabaret-style publicity to 
accompany Twister (complete with near-naked 
dancing girls at the FCW show). Retreated into 
respectability by publishing through Activision 
until last year, when it emerged once again as an 
independent. Long a force in the 8-bit market, 
still struggling to find its feet in the 16-bit arena. 

2. Audiogenic (Harrow) 

Has some justifiable claim to be the industry's 
oldest games publisher, Audiogenic has been 
trudging along in one shape or another since 
1981. Has scored some notable successes of late 
with Exterminator, locpz and Exile. 

3. Virgin Games (Ladbroke Grove) 
Richard Branson's Virgin empire has never 
straved far from its roots in West London, where 
the original company was established on 
Bransons houseboat in Little Venice. The 

Mastertronic software side of the 
operation is now based in Ladbroke Grove, 
leaving its Netting Hill offices for Sega Europe, 
which recently acquired Virgin's Sega distribution 
ion. 

4. The One (Clerkenwell) 

The epicentre of the software industry as we 
know it, The One resides in palatial splendour in 
EMAP Towers. 

5. The Bitmap Brothers (Wapping) 

The Bros have been in Wapping since Xenon days, 
even if they only put it firmly on the map after 
the highly publicised split from Mirrorsoft 

6. Domark (Putney) 

Former ad execs Dominic Wheatley and Mark 
Strachan founded Domark in 1984 in 
Wimbledon, before moving upmarket to riverside 
Putney in 1988. Close to all amenities, including 
the Samrat Indian 
Murant, where 
all important 
business decisions 
are made 
(Domark's 
programming 








team, The Kremlin, 
resides just down the A3, at Addlestone in 
Surrey - hence '6a'). 

7. Accolade (Battersea) 

US publisher which left the safe US Gold haven 

in 1939, and set up tentatively with The Sales 

Curve. Went 

independent earlier 

this year. Recent ( 

titles have been of I 

mixed quality. 

8. Infogrames 
(Battersea) 
One of the biggest French software houses, 
crossed the Channel in 1985 after its game 

:fwn &' Ximc (better known over here as Get 
Dexter) received critical acclaim. 

9. Probe (Croydon) 

Leading programming house well-known for its 
computer renderings of movie licences (the 
Tea:. utam Hero Turtles, Back To The Future. 
iinator). 

10. Mirrorsoft (Southwark) 

As the software arm of Robert Maxwell's far- 
flung publishing empire, Mirrorsoft originally 
operated from the newspaper group's locale just 
off Fleet Street. Moved south of the river in 1989, 
where the company also acts as 
publisher/distributor for wargame specialist PSS, 
and US publishers Spectrum HoloByte and FTL 

11. Magnetic Scrolls (Southwark) 
Leading British exponent of the traditional 
adventure game, now that Level 9 has moved on 
to pastures new. Scored immediate success with 
The Pawn in 1985, and latterly Wonderland, where 
it rejected the notion of typed input from the 
keyboard in favour of a windowing system. 

12. Anco (Dart ford) 

Home of Kick Off and all its derivatives, Anco is 
actually one of the longer-established software 
houses, trading as Anirog back in the early days of 
the Spectrum, 

13. The Sales Curve (Wandsworth) 

Arcade conversion specialist which has gone from 
strength to strength since it began publishing 
through its own Storm label last year. 
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STAFFORDSHIRES FINEST 
COMPUTER STORE! 

(PROBABLY) 

QUALITY SERVICE, COMPETITIVE PRICES 



DISKS DEALS 

10 KAOBufcUntxondocJ3>4"„„, . 

50 KAOBu*Unbfonded3>r 

lOOKAOB^hUnbcondDda'/r 

Lot>eb inducted 2 fee 1 guarantee 

JOYSTICKS 

McjvenckMlcro-Swtlchod 

Pyir>of\Nflcfo-SwTtahed~™™™ 

Apacha 

ZlpatfckAutollro 

Mar if af cr/ Autofire ♦. 
StlnQrayAuTofir* ..... 
Konu Navigalor . 



....£495 
£2295 
£3995 



■I T l: 4 1 r IMIMtUU 
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KonuSpeedWng 

Topsrar. + _ w __ 



B1&96 
£10.99 

. £6.96 
£1-195 
£1495 
£15 95 
£1395 
£10 95 
£23 95 



ACCESSORIES 

NaLsJvjUjxjrtitfo Mouse (wrhop steoftn> 

Sojulk Mouse (T^aksho spec) 



- £23 50 

,..,£1950 



CumanaCAX354Aml6a£xlefnol[>rve £64,95 

AmloaA59020M*oHOfdl>W© £299.00 

ArnlQoCDRomDrt** £POA 

Amiga *^M©oUporoclowlthclock(16chlp) £34,95 

Am go to Meg Upgrade wWhoutclock06ch*p) .£29.99 

A/niQal^MegUDO'CK3owimciock tl _,„ £99 99 

™°V wm SL' 'V - "*■ - E2- w 

Amiga/STDustcover „ ^W.50 

Mpu*e Pock&L _ £195 

TO Capacity Disk BO* , , It £0.99 

SOCapacftvDtskBox _ ^.95 

lOgCapacflyOttkboii £fi h Ofi 

2OTCODgcrrvpttkBax -™™ £24.95 



3'/yDfakDrTtf©HeadCleorw 

Amiga Stereo Audio Cables 3M 

Amiga4P)av^fAtJapJor 



ST4 Payer Adaptor™ 

AulomatKiJoymck/MouseSwHch 

Joystick SpWter „ 

Printer Cat>*es from „ 

Loada mora leads In stock coil for prl 



" i * MWHtHwufHi. »*»«. .. .»* .t* H*4t*t**l £5 ■ ^5 

.,.£5,95 
£5 96 
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£3 99 

**. ©9-50 



MAIL ORDER OR VISIT OUR SHOWROOM 

COMPUTERHOUSE 

86 GEORGE ST., NEWCASTLE, STAFFS. ST5 1DN 

CREDIT CARD HOTLINE AND ENQUIRIES (0782) 71 1 237 

LOTS OF DISCOUNTS ON SOFTWARE AND HARDWARE INSTORE 

PUBLIC DOMAIN AVAILABLE OVER THE COUNTER FOR ST AND AMIGA 



All PWCH MCIUM VAT. FUASf ADO S2M P- 1 ON ORMM UNKB £25.00. OPOiPS S25M AND QVtt 
P-P HK PUASt AltOW FOP CMKWi CUAfANCE OffKW DfSPAICHH) SAM DAV WHOE FOOHI 



SONY 3.5" DISKS SONY 

The Best Disks-The Besl Service-The Best Prices 



DISKS 




10 3 5* D&OD 


C5.90 


20 3 5* OS'OD 




30 3.5* D&DD 


0650 


40 3.S'D&DD 


C2VS0 


50 3 5* D&DD 


E26 90 


100 3 5* OS/DO 


MOO 


200 3S* D&DD 


CB9 00 


500 3,8" DS/DD 


tSIOOO 


N*GRE 


CALL 



Use Our Credllcard Hotllnttll 

ACCESS -0742 726485 -VISA 

We Only use Sony Disks 
■-ne Guarantee Same Day 
Despatch When Ordered Balore 
Noon Prices tnc Va! * Poslaoo 

Cheques Or P.O.'* To: 



Monitor* 




SM»24 MO-C 


eiifl» 


Philips 8833 mi. ; 


£259 » 


Dflvci 




Comana 


C7A.S9 


Megafte 3D 30Mb 
Otak&us 


£449 99 






p 9ov 


WW 


00 Cap Bo« 


€3 60 



HARDWARE DISTRIBUTION 

Dept (TOST), 28 Furnival Gate, Sheffield, S1 4QP 
Telephone Orders Welcome On 0742 726485 



TROUBLESOME 

FAULTY ST?!! 

Quality ST Repairs 

From only £23.50 inc. return 



* FOR SPEED, FREE POSTAGE 

♦ PEACE OF MIND 

CALL FOR OUR FIXED PRICE OFFER 

ANYWHERE IN THE UK! 




UNITS 
BRIDGE PARK 
HARROW 
ROAD 

8RENTFIE10 
NW10 ORG 



Ring Repairs Hotline 

STAR ASSOC. Computers 

Wembley 081 961 5366 



ST 

MEMORY 
UPGRADES 




Football Masters is the very latest Multi-Manager Football Simula- 
tor for 1 6 bit computers. After 4 years of development we are proud 
to announce the release of the most comprehensive football 
management game ever, h's waiting to test your skills right now! 
Features Include:- 

Multi-Manager game (or 1 to 4 Players. Three levels of difficulty. 

Match highlights minute by minute, make substitutions or team 
changes at any time. Live injuries, yellow/red cards and named 
goalscorers. 1MB version has extra Graphics, animations and realistic 
digitised sounds. {An option can turn this feature off). 

Full UK and European Cup itinerary. Includes FA, League, Zenith 
Data, Leyland Daf, European, Cup Winners and UEFA Cups. All cup 
match rules have been made as accurate as possible. Two Leg Ties, 
Extra Time, Away Goal Rule. Seeded Draws. Byes, etc. 

All 4 league divisions with play-offs and league expulsion. 

Real initial, surname, league career records, height and age entered 
for all players as at the start of the 91/92 Season. Five skill ratings per 
player, separate five for goalkeepers. Plus 15 other special attributes 
like Captain, Super Subs & Mobility. 

A lively and real-time transfer market, with an approach facility, 
negotiate wages and contracts. Plus loans, free transfers and trainees. 
Unique and simple training system to improve player skills. 

High quality printer facilities to list all the vital information. Masses of 
historical statistics on past games, players and manager. Quick game 
data load and save. 

All screens updated quickly and displayed in a pleasant format, which 
is easy to use and comfortable to read. Fully mouse operated. Printed 
instruction booklet with plenty of diagrams. A separate Editor is 
available to change saved/Initial details. 




There are many, many other little things that make this game the most 
addictive and accurate interpretation of a Football Managers season. 
It would be impossible to list all the features in this advert but we assure 
you that this is the best. We have thousands of satisfied customers from 
our previous edition of this game, many are still playing it 18 months 
after purchase. See the order form below for details on how to order 
this incredible game. Available for alt Atari STs and Amiga's. PC 
version coming soon. 
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computer, please send me the following items: 



Quantity 



Description 



Unit Cost 
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Football Masters 5 12K 



Football Mdslers 1MB 



Football Masters Editor 



POSTAGE (Non UK add E 1 .00. not BFPOf 



19.95 



24.95 



12.00 



1.00 



Total 



1i enclose a Cheque/Postal Order made payable to ESP SOFTWARE. 
Cut out and post this form to: (photocopies or written orders ate acceptable) 
lESPSoftwareTTO), 32a Somhrhnth Road. Soutfiencka^Sea. E»ex SSI 2ND. IK. 
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Who exactly is it thafs responsible for all of those Ocean games that 
seem to clog up the top of the charts around Christmas time? Is it some 
games design guru? Some spotty whizz-kid? Well, not exactly... 




THE MAN BEHIND the development of Ocean's 
games, Gary Bracey has been involved wilh 
software for so long fhat he's no longer sure 
when it started, 1 know it was in '82/ he says, 
*but I'm not sure if it was 1 882 or 1 982." 

Whatever the year, Liverpool -born Bracey, 
33, first came into contoct with gomes when he 
worked as a departmental manager for 
Litttewoods - and then got even further 
engrossed by opening his own shop in 
Liverpool, Blue Chip Software. He eventually 
joined Ocean in 1 985 as software manager 
and has since risen to become a director of the 
firm and vice president of its US arm. 

His introduction to Ocean wasn't exoctly plain 
sailing though, as he walked straight into (he 
last week of development of one of the 
company's first forays into the world of big 
name licensing, Knight Rider -a miserable 
effort which hos since become infamous in the 
annals of all-time computer game turkeys. 

This first week was something of a milestone 
in another way however, as Bracey also hod to 
rush to London to see an early screening of Top 
Gun, a film which he wos eventually to bring to 
the small screen with rather more success. 

This eady viewing of big name movies is now 
one of the Bracey* s favourite 'duties', as he not 
only Hies to the US regularly to catch the flicks 
before they make it to this side of the Atlantic, 
but he also gets his hands on scripts of some 
— m — * . films before the/ re even model 
d y| "We call that pari of my work 

licensing, sourcingand 
acquisition/' says Brocey, 
although most would be 
embarrassed to call it 
wont at all 

One licence which Ocean 
'sourced and ocquired' gives 
Bracey a real glow of satisfaction, 
as the game which he and his team developed 
orouna it went on to top the software charts for 
an incredible seven months - and even when it 
lost that spot, it still spent a further eight in the 
Top 1 0! That game? RoboCop, of course- 
Since then, Brocey hos been most pleased 
with the game design for Batman - The Movie 
and least pleased with Total Recoil, which he 
describes now os v o major missed opportunity/ 
In tKe near future, he's looking forward to 
RoboCop 3 and a mystery gome which he 
promises will be a complete departure for 
Ocean; "We have an exceptional product 
coming out in the new year," he enthuses. "It's 
a totally original and oddidive game unlike 
anything that's been seen before/ 
We can but wgit. 




SIMEARTH 

Programmed by; Maxis 
Published by: 
Ocean (ahem!) 
Released: 1990 

igameilsjT felt 

educational software? 
Maxis' vast ecological scenano. 
in which you first create and 
then maintain a stable world, 
kecpinganey* 




I ion, and geological 
factors, trymg to bring your 

animal life to civilised for- 1 
(and then tiying to stnp them 
from piloting your worid out 

isrcnce)canbe 
'played numberof ways, 
Thee cd on James 

ieory T which 
hypothesises that the fcarth and 
all life and natural elements on 
:i as a whole and 
regulating (to cut a 
t a long story sh 

• Tin 
payability, this is one of the 
most absorbing 

pieces of software I have ever 
encoui 

MANIC MINER 
Programmed by: 
Matthew Smith 
Published by: Bug Byte 
(no longer available) 
Released: 1983 
An early plat form hich 

bore a certain resemblance to 
theve tfiHtt 

i9er. To the computer owi 
vtmeplay was fresh and 
nov 

was swamped with 
and 
Defender clones. TV 
himself was a minuscule 
pinman T but the gait 
horribly addictive and Smith's 
surreal r humour added 

enormously to the enjoym 

• "This was the first game that 
ever truly had me hooked! In 

sof purepbyability, u 




would still stand its ground 
today." 

F-29 RETAUATOR 
Programmed by: Digital 
Image Design 
Published by: (would you 
believe?) Ocean 
Released: 1990 
TVF-29andLockh, 
Advanced Tactical Fighter are 
puttothecompuur test Solid 

r graphics with a smooth 
almost airbrushed look and 

y 100 possible missions in 
total, ranging frci lights 

over Arizona to military 
scenanosintheMid/ 
Pacific and Europe. Fast 

"ion 
and chl i 
oE controls 
(keyboai 
joystick or 
mo i 
makef 
easier for 
non-aviation 
addicts to 
get into than other, weightier 
simulau 

• "Th -and. m my 

MOD, most easily accessible 
flight sim. The PC version was 
iinly the be&L with 

"jd to head' link option, 
enhancing an already incredibly 
playable gar 

VALHALLA 

Programmed by: John 
Peel/Legend Software 
Published by: Legend 
Software (no longer 
available) 
Released: 1983 
One of the nrst graphic 
adv. v^characii 

wta ; pseudo- 

indepcr- although they 

mostly appears! on 
hout muchappai 
purpose, then exited screen 
right a fcw moments later Set 
in the world of Norse myths, 
is to be 
found and plenty of on-screen 
fights, Valhalla had players all 
over the country scratching 

rt of 
prototype 'Contacts* columns 
everywfai 

* Lever did roraplti 



THE ZORK TRILOGY 
Programmed by: Dave 
tabling and Marc Blank 
Published by: Infotom 
(now available os 
Infocom from 
Mastertronic) 
Released: 1980*82 
For text-only adventures which 
were still produced in that 
format whin e > i _<ne else was 
including multi-colon: 
graphics, Infoeom'sZpri; games 

+ d a mass of die-hard 
fans for the sophisticated 
parsing, narrative style and 
fiendish* imaginative plou Any 

Che name 
still tends to go all misty-eyed 

wfc 

indedof 
the Wizard of 
Frozbozx. 
• 'Probably 
the most 
atmosphf 
advr 

released, 
e games 
would! ousyforan 

hour or two! T 

PGA TOUR GOLF 
Programmed by: Sterling 
Silver Softwo- 

Published by: Electronic 

Arts 

Released: 1990 

Thelatv inmost 

highly-acclaimed 
ins, feat, 1 

AveneUCAWest, 

Shores 
and Sawgrass) 

koF 
statistics on 
your prowt 
ant: 

tournament 
mode and 
authcnticgo! : 
factors to v 
intocon on 

peed, rough, 
bunkers, we: irds 

and so on), It's a comprehensive 
simulation with excellent 
graphics to boot- 
• "My current favourite. Again, 
there's endless variety in thai 
no two games (or rounds) are 
■■ 
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Often copied, but never equalled, our 
unique review format is designed to 
provide you with all the information 
you'll need to make a wise purchase. The 
games are left mostly to speak for 
themselves, with the minimum of fuss and the 
maximum of graphic detail. Only relevant 
screenshots are used, while the ratings, price 
and release date are all there at your 
fingertips. And now, the breakdown... 
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RAPHICS 

Not necessarily a measure of how colourful or 
/* well drawn Ihey are, but how well they are used, 



Once again, this isn't a reflection of 
ati 






SOUND 

a reflection ol 
quantity or quality, but of how well it fits in. 

, , DURABILITY 

. p . A reflection of lasting interest - how much game 
- J - you get for your cash. 

pliability ^ 

The big one - how does the game feel - JM 
addictive or just uninteresting? ^ jk 

OVERALL ^ 

A useful point of reference - a summary of the 
preceding ratings. 



WHAT'S TICKLING THE TEAM? 

Oops! Sneaky Prei got his mugshot in twice last month, and 
our Brt was a bit upset at bavins his pic missed out Never 
mind, he's been reinstated this month. 



^ 



CIARAN BRENNAN 

It's typical isn't rt? There 
you are, rushing to meet 
deadlines, and trying to 
get to the review 
1 machines and you can't* 
Why? Because the Ed's 
playing Wild Wheels 
that's whyl 

LAURENCE SCOTFORD 

Laurence has been making an ass 
of himself this month, rehearsing as 
Bottom In A Midsummer Night's 
Dream, but he's also been getting 
his kicks from Qix 
on the Game Boy 
and Lotus TurtDo 
Challenge 9 on the 
good old ST. 

PAUL PRESLEY 

Our Prez was nght taken with EA's 
Zone Warrior. In fact he was so 
taken with It that we had to prise 
him away from the machine-We 
finally persuaded him to put the 
joystick down, but he came away 
a mumbling things 





like "Make my day alien scum - and 
Til be back!" 

JOOLS WATSHAM 

Being a disgruntled commuter (all 
the way from Colchester?), Jools 
has always maintained that he 
could do a better job than the 
idiots who run British Rail, and this 
■^^■HBM month he's had an 
I opportunity to put 
| * his money where 
( his mouth is with 
1 Railroad Tycoon. I 
don't know, grown 
ups playing with 
train sets. Tsk! Tsk! 

BRIAN NESBITT 

When he finally stopped sulWns 

about Prez's picture going In his 

space, Brian took his 

aggression out on 

Audiogenic's World 

Class Rugby, and 

obliterated a joystick 

in the process - 

doesn't know his own V I 

strength (or his own address come 

to think of it!). 





RAILROAD 

TYCOON 

MicroProse 






MiG 29 SUPER 
FULCRUM 

Domark 



Railroad Tycoon 




BIG BUSINESS 

Magic Bytes 




MiG 29 Super Fulcrum 



ZONE WARRIOR 

Electronic Arts 










Zone Warrior 



WILD WHEELS 

Ocean 

WORLD CLASS 
RUGBY 

Audiogenic 

LOTUS TURBO 
CHALLENGE 2 

Gremlin 




World Class Rugby 



— " 



IE 




Lotus Turbo Challenge 2 
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US Gold 

MONSTER 
BUSINESS 

Eclipse 



ARMALYTE 

Thalamus 
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If I were not in The One Magazine, something else I'd like to be. If I 
were not in The One Magazine, an Engine Driver me. With a chuff, 
chuff, chuff... 



RAILROAD 
TYCOON 

MICROPROSE 



PRICE 

£34.99 

OUT 

NOW 

GRAPHICS 







SOUND 




mm 



DURABILITY 



V M 
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PLAYABILITY 




EXCITEMENT, THRILLS, SPILLS, 
DANGER, ROMANCE... all 
things you can read about in 
a book while on a long train 
journey. Because let's face it, 
trains aren't the most interesting 
of things now, are they? Huge, 
steaming masses of diesel and 
metal, not the things you'd 
consider to make the best of 
computer games. 

But that's exactly what 
MicroProse has done with them, 
stuck them in a game of 
management, finance and rails. 

Railroad Tycoon puts you in 
charge of a large railroad 
company, plying your trade across 
the world by laying down your 
tracks from one city to another 
and making a fortune on ticket 
sales and cargo carriage. 

But, you'll soon discover that 
not everything runs smoothly in 
the world of trains, as 
competitors try to take you over, 
goods start drying up and share 
prices hit rock bottom. Casey 
Jones may have had an easy life, 
but his boss certainly didn't... 




THE REGIONAL DISPLAY shows the entire game area, either USA, Europe or Britain, 
along with its geographical layout and railroads. The bottom right-hand box shows 
which train services you currently have operating, what carriages they're pulling and 
where they're headed. 
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THE DETAIL 
DISPlAYisyour 
closest view on 
(he world and 
shows your 
railroad with all 
its trains and 
stations el al. 
The Detail 
Display is also 
the only one that 
allows you to lay 
down tracks and 
build stations 
and offers a 
marvellous view 
of the 

surrounding 
countryside. 



WHEN 

BUILDING A 

STATION, you 

havi: a choice of 

four sizes. A 

signal lower 

simply acts as a 

set of traffic 

lights, whereas 

depots, stations 

and terminals all 

serve in ferry 

passengers and 

goods about the 

country. The 

bigger the 

station, the more 

money you'll 

make. 



YOU'RE NOT ALONE in this busy world 

of steam and it's not long before rival 

railroads start to make an appearance. 

Once the competition starts. Railroad 

Tycoon becomes a cut-throat business with 

each company trying to outdo each other 

by the end of the year. 



5IGNQLT0WCF 

DEPOT 

5TQTI0I E] 

TEPMIMul j. 







r inane 
ChtrlalJ Richm:: 

.000 Ttoiui 

■ . 



It 



-::- ;" 




It's widely held that the Americans 

made the best railways in the early 

1 SOOs. thanks to noted figures such as 

Cornelius Vanderbilt, Daniel Drew and 

Jim Hill (honest!). But did you know 

that Napoleon was also heavily into 

trains? Here are some not-so-famous 

figures from the world of choo choos: 




ftlSCTlCTH 



mperor promotei 

railway expansions with a taw that 

guaranteed railroad bonds. 

Unfortunately, his inability to deal with 

financial matters caused his empire and 

all his railroads to collapse. 




Despite his many faults, one of 

Mussolini's greatest achievements was 

to 'make the trains run on time'. 

Unfortunately, crushing debts and 

worldwide depression destroyed his 

plans for expansion. 



The architect of Communism, Lenin 

took over a weak and confused Russia 

after returning to it in a 'sealed train'. 

He was instrumental in its rapid growth 

throughout the 20s and 30s. 
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TO CHANCE A TRAINS ROUTE it's ncct-wuy to access the Route Map ,ind lay down 
a scries of waypoints. indicating the stations along the route, 



WHEN EACH 

FISCAL YEAR is 

over, it's time to 

add up your profits, 

deduct them from 

the losses and sec 

who made the most 

money. Remember, 

the stockholders are 

the real bosses and 

should you fail to 

impress, chances 

are you'll be 

chucked out on 

your car. 



WHENEVER A 

TRAIN pulls into a 

station (or a first 

time, or whenever 

a supply of goods is 

first delivered to a 

particular area, or 

whenever anything 

noteworthy 

happens, you get to 

see a brief 

celebration of the 

event. 
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TRAINS RUN TO A STRICT SCHEDULE 

which can be totally customised at any time. 
The Train Report shows what type of train you 
have, what carriages it's pulling, where its going 
and what stops it makes along the way. 

EACH STATION HAS ITS OWN LEVEL of 
supply and demand. Towns and cities have need 
of almost any kind of manufactured goods and 
raw matcrials T while they'll probably only 
supply you with passengers. Your routes have 
to take these factors into account in order to 
maximise profits. 



THERE'S REALLY ONLY ONE thing to 
say about Railroad Tycoon, and 
that is it's as good on the ST as it is 
anywhere else. The only real 
drawback - unfortunately - is the 
speed, which is going to put a lot 
of people right off. During the 
initial stages of the game, because 
of the relatively slow speed of 
early steam trains, it takes a long 
time (even on Turbo mode) to get 
the profits rolling and your empire 
expanding. Just sitting around for half an 
hour, watching small dots move 
methodically around dotted lines, doesn't 
make the 

A successful 

conversion of 

yet another 

Sid Meier 



masterpiece 



most exciting 

viewing, even 

for ardent 

train 

enthusiasts. 

But that's the 

only 

complaint 

that can be made about this otherwise 

excellent product. Strategists have plenty 

to keep them happy, while simulation 

lovers have everything they'd expect from 

a MicroProse game (and more) and train 

spotters get themselves a jam-packed 

manual detailing the history of trains 

throughout the world. MicroProse has 

managed to take a very obscure subject 

and turn it into one of the most playable 

strategy games to date. 



Paul Presley 



.ee Paddon offers his own views on 

Railroad Tycoon in our regular 

strategy column on page 98. 
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Steve Jackson's Masterpiece of the Macabre 



As a captured Hero, wily Thief or even a 
thuggish Fortress guard, enter The Slaughterhouse 
and simply 'live' within the game. You'll find a 
maze of monsters to battle, puzzles to solve, 
games to play and riches to be plundered. 

And you may also encounter other callers 



with whom you may chat, gamble or fight to the 
death. You can play as a series of short episodes 
by storing your character within the game. 
There is FREE CALL TIME TO be won and 
£300 IN PRIZES each month. 
Bonus hint: The key to freedom is today's date. 



DARE YOU DIAL 

0898 10 10 51 




Calk are more expensive lhan ordinary telephone calls and should only bu made wllh llw permtsnn ol the telephone subscriber Calls cost 36p pet minulc cheap and 48p per minute all olher times. Harrow. MiAlhtux HA2 7JW. 



ALL PRICES INCLUDE VAT, COURIER DELIVERY 
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DISCOVERY EXTRA 


FAMILY 


PACK 


CURRICULUM PACK 


•ATARI 520 STE COMPUTER 


- ATARI 1040STE COMPUTER 


* Imb DRIVE 


• 1 mb RAM 


• DIGITAL STEREO SOUND 


•DIGITAL STEREO SOUND 


• DRAGONS BREATH 


•FIVE EDUCATIONAL MODULES 


* SUPER CYCLE 

* ANARCHY 

* INDIANA JONES 


l)Play& Learn 
2) Junior School 


■&V K^^B. HV mm HV m " "■ ML H -■ 

• NEOCHROME 


3) GCSE Revision 


• FIRST BASIC 


4) Business Computing 


• ST TOUR 


S) Creative Computing 


£329.99 


£399.99 



PLUS FREE WITH EVERY ST PACK 

■TEN TOP GAMES COMPRISING 

Asterix • Chess Player 2150 ■ Driving Force ■ Live & Let Die • Onslaught 
Pipemonia • Rick Dangerous • Rod 'n Roll • Squeek • Triviol Pursuit 

QUICKSHOT TURBO MICROSWITCHED JOYSTICK • HIGH QUALITY MOUSE PAD • TAILOR MADE 

DUST COVER 



COLOUR/MONO MONITORS 

ATARI SMI 24 PHILLIPS 8833/MK2 

£129.95 £249.95* 

•Free F19 Stealth Fighter 
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DISK ACCESSORY PACK 

•100 HIGH QUALITY 3.5" DS/DD DISKS 

• 120 CAPACITY LOCKABU DISK BOX 

• 33" DISK DRIVE CLEANER KIT 

All for just £44.95 



CONSOLE CORNER 

ALL PRICES INCLUDE COURIER DELIVERY & 2 YEAR GUARANTEE 
CONSOLE SYSTEMS COLOUR PORTABLES 

Sega Master System £59.95 Atari Lynx £84.95 

Sega Master System PJos Jt79.95 Sega Game gear 199.95 

Sega Megadrrve £1 29.95 

We stock o wide range of software and peripherals tor all of Hie above ring for del 

4^ , rj 




computers 



PLUS A COMPREHENSIVE 2 YEAR GUARANTEE! - 



PRINTERS 

All printers come with connecting cables free of charge 



STAR 
GOLD STAR DEALER 

LC-20 MONO 9 pin Dot Matrix, 180/45 cps. 

£149.95 

LC-200 COLOUR 9 pin Dot Matrix, 185/45 cps. 

£214.95 

LC-24/200 MONO 9 pin Dot Matrix, 180/45 cps. 

£259.95 

LC-24/200 COLOUR 24 Pin Dot Matrix, 220/55 cp 

£309.95 



CITIZEN 
PREMIER SUPER DEALER 

1 20D + MONO 9 pin Dot Matrix, 1 20/25 cps. 

£149.95 

SWIFT COLOUR 9 pin Dot Matrix, 160/40 cps. 

£2 1 4.95 

124D MONO 9 pin Dot Matrix, 144/48 cps. 

£209.95 

SWIFT 24 COLOUR 24 Pin Dot Matrix, 160/50 cps. 

£379.95 



PRINTER STARTER PACK 

UNIVERSAL PRINTER STAND ■ QUALITY OUST COVER ■ 200 SHEETS OF PAPER 

All for only £9.95 



AUTHORISED PROTAR STOCKISTS 

THE VERY BEST IN PERIPHERAL ADD-ONS 

PROGATE 20 meg Hard disk „ £279.95 

PROGATE 40 meg Hard disk £341 .95 

PROGATE 60 meg Hard disk £437.95 

Configurations up to 160 meg - please call (or details 

PROGATE 60 meg Tape Steamer £58 1 .95 

PROGATE 150 meg Tape Steamer £792.95 

PROTAR 'VIST0' COLOUR MONITOR 

Identical to Phillips 8833 MKII £248.00 



POWER DISK DRIVE STARTER PACK 

New PC880B intelligent disk drive featuring: Blitz Hordwore ( Virw Hardware, Anti-click, Thru-port, 
Isolating Switch • Ten 3.5" DS/DO disks with labels • 40 capacity lockable disk box • 3.5' disk drive 
cleaner kit 

Only £79.95 
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BY PHONE 

Simply (all out Head Office quoting your Access/Visa number en 

0234 218060 (5 lines) 

BY CALLING PERSONALLY 

Simply coll into your nearest FulureWorld store where our fully 
framed personnel will bo mofe than happy to deal with your 
requirements 



BY POST 

Moke cheques, Building Society droits or Postal Orders payable 
FUTUREWORLD COMPUTERS LTD 
UNITS 25-27 SERGEANTS WAY 
ELMS INDUSTRIAL ESTATE 
BEDFORD MM I OEM 
Please wrile cheque guarantee cord number on reverse of cheque to ensure 
someday clearance 
f -m^ REMEMBER 

r^V| ALL PW«$ INCLUSIVE OF VAT & COURIER DELIVERY 

FINANCE 

Finance available to suit your specific needs. Written details on request 
Instant credit is available in all FulureWorld store* 
PREMIER GOLD CARD 

• 7 day money back guarantee if not completely satisfied 

■ 30 day exchange for new policy should a faull occur 

• 2 year guarantee giving free collection and delivery service should a fault 
occur 

•Exclusive Premier Gold Cord with Personal Membership Number entitling 
you to special offers 

■ All this for only £19.95 per item purchased 
2 YEAR GUARANTEE 

For the whale guarantee period, warranty service wilt be completely free of 

charge 

TECHNICAL SUPPORT/ON SITE ENGINEERS 

Being authorised service centres for AMSTRAD, COMMODORE & STAR, we 

are equipped to deal with the majority of queries 

FULLY COMPUTERISED ORDERING SYSTEM 

This enables our telesales sloH la provide up-to-the-minute stock 

information coupled with efficient dispatch 

FULL TESTING PROCEDURE 

All computer hardware is tested prior to dispatch maintaining our motto: 
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STORE 



YOUR NEAREST 

BEDFORD 

70 High Street Bedford Telephone 0234 217070 

NORTHAMPTON 

1-7 College Street Northampton Tel: 0604 33996 

WELWYN GARDEN CITY 

16 Church Road Welwyn Gdn City Tel: 0707 390029 
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THE MAP, ACCESSED 
ONLY AT THE 
BEGINNING ot 
campaign and during 
debriefing beewei 
capturing runwa\ 

gives you the 
opportunity Id plan 
your campaign. Fi\ 

■ vpoiiUs kit 

d togtvc 

the gentlesl pttriblc 

reduction 10 ctwmy 

ujiidii . the 

bettings can be alta 

i actually tickle 

the action Ed any order 

you like. Initially 

bt;; ould do 

worse thill avoid the 

du 

installations to the 

south-cast. Those red 

cfccfefl denote the 

range of VUfface-ta 

missiles fired from a 

spill nothing but 
trouble 
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Eastern bloc's most closely-guarded 
aeronautic secret, Domark is about to do it 
n. This time the object of developer Simis' 
ntion is the MiG 29M Super Fulcrum, top secret 
essor to the MiG 29 and a machine which no 
tern expert has as yet clapped eyes on. 
cording to information apparently gained from 
.imis* connections in the trade, the new updated 
MiG features 'fly by wire' technology, enhanced 
engine power and, thanks to a few new elements 
of body design, superior aerodynamics and even 
greater manoeuvrability. 

But it's not just the plane that's changed. Second 
MiG around, Simis has scrapped the original 



c arc i urn id sntens ana ait in.it excitement 
limply starts to jjel on lop of you, there's a brief prt-campnipn 
md-rludf id Observe thi- marvel of modern MiC engineering fly 
past. It's a moiiK'iit worth savouring— Super Fulcrum's in-game 
presentation seooenccs are few and far bctwi 

mission-based design in favour of an overall 
campaign scenario. No more amassing points and 
gradually acquiring experience: this time it's all-out 
war. 

What's getting the world all hot and sticky under 
the collar is an unnamed South American country, 
unexpectedly invaded by an aggressive neighbour. 
As a member of an international peace-keeping 
force it's your job to uphold the public trust by 
landing on and liberating six strategically placed 
airfields held by the enemy. It's a question of 
international honour: can you weave your way 
through air and ground defences to uphold the 
rule of international law? Or will you just crash and 
land in the mud? 
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HEFORE FLYING OFF into (be * 
yonder there's time foi a quick stop on 

the option* screen, A* in DoniU I 

original MiG simulator no 

individual weapon criterion; a lethal 
cocktail of air-ro-air and air-to-ground 
missiles plus cannon and chaff is standard 
equipment. Those with a specific 
preference for one type nf warfare do 
have the choice to opt exclusively (or air 
or ground attack missiles - it depends on 
the mission and the kind of battles you 
prefer tu fight 
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THE l T SrAL ARRAY of inland and Mi— m ! views allows you 
to gloat over the action from virtually every possible angle, 
including tin target, the missiU- And the control tower. In this 
case (below) you're admiring the external track view; most of 
the HUD's vital data is actually displayed on screen so you can 
keep labs on what's going wen when you're not in the cockpit. 





OUT HERE YOU'RE NEVER 
ALONE. When you're not hr 
bombarded with $urfacc-lo- 
missiles from enemy installations 
on the ground, you're more th.in 
likely to encounter the odd 
opponent in flight. Though thi< 
essentially a ground-based mission 
there are plenty of hostile Mfe 
And gun^hip helicopter* about. And 
if head to head confrontation i> the 
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OMd is a friend and a datalinlt and 
hours of unadulterated dogfight ing 
pltdv.iti: jre VOllfftt 



THANKS TO A NEW 
streamlined cockpit pins 
redesigned wings and tail 
Pint, the new MiG 29 is 
now more nuooetn i 
than ever before* This 
provides the perfect 
opportunity to pru 
mid-air FWCCDff, dives 
and turns. But watch out: 
too much enth 
may lead to tern 
;ulloi.. 




TT TAKE* BETWEEN 30 to 45 minutes to tly trom one tide of 
the campaign map to the other and uses more than a single tank 
of fuel, Thar is one more reason to capture the enemy airfields — 
they're the only places you can find more juice. Note that (he 
cockpit has been completely redesigned, with enhanced HUD 
and fully modernised layout, in line with anticipated alterations 
to the latest MiG's instrument array. 



IN TERMS OF AIRCRAFT 
MANOEUVRABILITY and the relative 
complexity of the overall mission, 
MiG 29M Super Fulcrum is a definite 
step up from its predecessor. It's 
obvious that a lot of thought has 
gone into providing a genuinely 
different flying experience and 
using the campaign system to 
improve the long-term testability of 
the game. The complexity of the 
landscape too has been improved - 
it still doesn't create the kind of visual 
feast you'd get say, from MicroProse's 
F-19 Stealth Fighter, but there's definitely 
a lot more to look at observe and admire, 
particularly the fractal landscape features 
which create a more realistic feeling of 
movement. 

A worthy 

successor to an 

extraordinary 

game 





The sound 
too, which 
consists 
mainly of 
excellent 
engine 
noises plus 

one or two melodic tunes are definitely 
atmospheric. In-game presentation, one of 
the original MiG's primary shortcomings, 
has been boosted too. There's now a 
proper weapon selection screen, a whole 
army of jazzed-up menus and plenty of 
digitised pictures to break up the action. 
It's still not up to the high standards set 
by Super Fulcrum's competitors: there's no 
training mode or auto-pilot and none of 
the opportunities to specify the quality of 
your opponents or make life easier by 
giving yourself unlimited weapons or fuel. 
Even the campaign map, for example, can 
only be accessed mid-mission if the plane 
happens to be landed at an airfield. This 
means that despite the outstanding 
technical accuracy, MiG 29M probably 
won't appeal to quite as broad an 
audience as other more comprehensive 
sims {Flight Of The Intruder, for example). 
However, the fact remains that - apart 
from its predecessor - there's nothing else 
quite like it: it's nice to see a politically 
neutral flight sim for once and if you're 
after a technically impressive flying 
experience Soviet-style, MiG 29M is hard 
to beat. 



Kati Hamza 
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If you have enjoyed reading this 
issue of The One For ST 
Games, you are bound to be 
interested in our brilliant new 
subscriptions offer! 
For only ,£29.95 (if you live in 
the UK) we'll deliver 12 issues of 
The One For ST Games direct to 
your door! So there's no chance 
of missing out on any of the red- 
hot reviews, exclusive previews 
and Work In Progress features 
which keep you on top of all 
that's new and exciting in the 
ST scene. 

A subscription to The One For 
ST Games will ensure you 



get all the very latest hints, tips 
and pokes - helping you to be 
the top gamer in your street! 
Plus, you'll get every mega 
The One For ST Games cover 
disk, which is guaranteed to be 
jam-packed with the very 
best exclusive playable 
demos! 

Not only that, we'll also give 
you a SMASH HIT GAME 
from our friends at GREMLIN 
GRAPHICS completely 
FREE! - no strings attached! 
The choice is yours: 

(Please remember you can 
only choose 1 game) 
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►switchblade 

A SMASH arcade adventure 
with loads of platform and beat 
'em up fun. Help Hiro, the last 
of the Bladeknights defeat the 
evil Havoc. Received a mega 
90% from The One. 



TEAM SUZUKI 




►TEAM SUZUKI 
Live the sensation of a full 
Grand Prix season raced over 
16 circuits on a 500cc Team 
Suzuki motorbike in this 
amazing arcade sim. 
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► B.S.S. JANE SEYMOUR 

Explore 20 vast biological 
survey ships encompassing 
more than 4,000 rooms, in this 
mammoth strategy role-playing 
game. 
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GAMES AND GET FREE SOFTWAR 





►SUPERCARS 2 
Prepare to recommence motorised 
combat and do battle in the most 
brutal race of all! with 20 new tracks 
including bridges and ramps and 
improved graphics, Supercars 2 
promises to be an even greater 
smash than the original Supercars! 




►TOYOTA CELICA GT RALLY 

This is the most realistic, breath- 
taking Rally Sim produced to 
date.Quick reactions and driving 
skill are a must for this stormer! 




► LOTUS ESPRIT 

TURBO CHALLANGE 

Feel the thrill of accelerating 
from to 60 in 4.7 seconds as 
you race head to head gripping 
the wheel of your Lotus Esprit 
Turbo! 
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If you take out a subscription for 24 
issues, you can choose 1 game from 
those listed above or 2 games from 
the following: 

► VENUS THE FLY TRAP 

► ULTIMATE GOLF 

► IMPOSSAMOLE 

► FOOTBALLER OF THE YEAR 2 

► SKIDZ 

► SUPER CARS 

(Please remember that the 6 games above are 
available with a 24 issue subscription only). 

NB: The free software offer is available to UK 
resident* ONLY 

Your MituwK choice will be mailed separately to 
f^ your lint ttugwioe, plca*c allow 28 days for delivery 



SUBS RATES SUMMARY 



12 issues (UK Residents only) £29.95 

24 issues (UK Residents only) £55.00 

12 issues (Air Europe) £35.95 

12 issues (Rest Of The World) £49.95 

We «iflp« di* iiynv™ rata pay by Itnemmoml Money Onkr. 

Place yoiir order by completing die coupon, or 
send your details on a postcard, or ring our special 
24 Hour Orderiinc Service on 0858 410 888. 

SubGuoar: lf>"^a*tn^l■^^«JJ■«^^^^owa4»a^n>ouf^ly 
cxxdix«i^birariJiaASwapiai^tdLitUrJuiii^ccix5 



TO: THE ONE FOR ST GAMES 
SUBSCRIPTIONS DEPARTMENT, 
PO BOX 500, LEICESTER, 

LE99 0AA 



NAME 



My game choice is (please tick box): 

Swfehbladel D VenusTheByTrap 

I — | souterxde: 16 

U UtinateGotf 

pi scute axie 17 



*xracocte10 

Supercars 2 

scutECDdc: 11 

Team Suzuki 

9XlU?CD(fc 12 



□ 

D 

a 



ADDRESS 



POSTCODE 



I would like a subscription for 
12 issues please tick box 

I would like a subscription for 
24 issues please tick box 

Please start my subscription for the 
(enter month) issue. 



FuWment: Alan Wefc International, MentJeriine House, 



Impossamole 

BSSJaneSeymour D »**«*=* 

bucko* ib FootbaferOfTheYear2 D 

Q unvaxfe 19 

Slab □ 

soutecode 20 

D SuperCars □ 

saiwcode 21 



Toyota Gefca 
GTRaly 

sotraaxie 14 

lotus Esprit 

Turbo Gialange 
source rode 1S 

I enclose a cheque/postal order made 
payable to EMAP IMAGES 

for£ 

Please charge: £ to my 

ACCESS/VISA/DINERS CLUB/AMEX 
Card Number 

Expiry Date: 

Signature: 

Famcton Road. Market Hartxrough, Ucester LE1 6 9NR 
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It's dog eat dog in the cut-throat world of high finance, and only a 
special kind of businessman has what it takes to survive. Unfortunately, 
he's your opponent. 



BIG 
BUSINESS 

Magic Bytes 
PRICE 

£25.99 

OUT 

NOW 

GRAPHICS 

SOUND 

DURABILITY 

/mm 

j^ PLAYABILITY 

OVERALL 





THE BIGGER THEY ARE, the harder they fall. 
That's the motto that's seen you in good stead 
through all these years in the big, bad world 
of business. Now you'll need it more than ever, as 
you've just been offered a job as head of a large 
conglomerate, producing the very finest computer 
software/nuclear bombs/coffee (the choice is yours). 

Your five partners in crime are Jane Dough. Fred 
Wedbetter, Percy LaFleur, Dr. Donald Density and 
Jim Slick - and all six of you are ready to take on 
your two nearest rivals in an attempt to bury them 
into the ground. 




JIM 'SCRIVEN' 

SLICK is your sales 

and advertising 

manager, (he man 

who, at the end of 

the clay, pays your 

wages. From his 

barside office you 

can also hire people 

to spy on or 

sabotage your 

opponents. 



JANE DOUGH is your chief Financial 
officer, in charge of all your assets and 
shortcomings. From within Jane's safe you 
can arrange or repay a loan f check your 
current profit margin or see your balance 
statement. You can also have (sorry, 
watch) a game of Pac-Mait on her PC. 



TNI 

BOARDROOM is 
where all ihe 
important decisions 
are made, from 
what product you 
manufacture to 
what colour 
envelopes you use, 
From here you can 
access the five 
areas of your 
business, as 
represented by the 
five people sitting 
around the table. 




PERCY LAFLEUR 
is your production 
manager (and part* 
lime ballet dancer). 

He's responsible 

for the production 

lines in your 

factories and for 

making sure the 

goods are made on 

time. 



FRED WEDBETTER is your main 
Purchasing Agent, in charge of buying and 
selling the raw materials you need to 
produce your goods. 



ONCE YOU'VE MADE ALL OF your boardroom decisions, it's off to the Commodities 
Exchange 10 buy or sell the raw materials needed to make your goods. By raising or 
lowering your price, you can successfully negotiate a reasonable price with cither the 
market or your opponents. 



68 



THE OPs'F 







PLAYER-3 
903 . 9T G 



WHEN THE FUN AND GAMES of the Commodities 
Market is over, it's time to see how well you did this 
quarter (or round) It's pretty satisfying to see your 
bar extend higher than the others. 



DON'T DIVE INTO BIG BUSINESS expecting something along 
the lines of a Wall Street Stock Market Simulator or 
anything like that. Endless number crunching and the sort 
of data that make tax inspectors go weak at the knees are 
definitely out. The emphasis is on fun not figures (apart 
from the secretary's). In fact this game's limitations are, in 
one sense, its saving grace. Magic 
Bytes could quite easily have gone 
overboard with menus, statistics 
and operations, but has instead 
decided to limit your workload and 
add to the humour. This doesn't 
mean things aren't challenging, quite the 
opposite. It'll take at least six or seven 
months (game time not real time) to start 
making a profit (unless your name's 
Richard Branson), but once you do the 
game turns into a seething mass of deceit 
double-dealings and double-crosses. The 

multi-player option is particularly welcome, as playing against a 
human swindler is preferable to taking on an automated one any 
day (especially since you can't punch a computer in the mouth 
when it stitches you up). Big Business is definitely not the type of 
product that will appeal to everyone, although even for 
managerial trainees it's simple to get to grips with. What you can 
expect is a few, solid hours of entertainment at a time, not a quick 
blast between meals. 



Paul Presley 



A strangely 

engrossing 

simulation 

that doesn't 

require a 

business 

degree to 

understand 




5*rvicv prwid rd by U.S. Gold Ltd., Unit* 3/3 Halfwit Way. Ho{fcrti t Birmingham 

DS TAX. (/'iiou or* under IS pW*<> g*t jwrmiMum to ux- |hf telephone 

Call* cost 34p per mlnutr thmj, rnfr. «ji per minute att other dm** 

FINAL FIGHT™ O 1991 CAPCOM USA. INC. All rights reserved 
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Silent Service II will be surfacing at all good software stores for y 
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Being in the American "Silent Service" of World 

War II was to pursue a career filled with action, 

danger and glory. All alone, deep inside enemy 

territory, submarine captains stalked and attacked 

the Japanese Pacific Fleet, the world's most 

successful navy. Over four years, the brave men of 

the Silent Service heroically strangled Japan's 

maritime economy and destroyed her shipping. 

The Pacific war was won from beneath the waves. 

Silent Service won critical and popular acclaim as 
the era's definitive simulation when it was 
released in 1985. Now the all-new Silent Service 
II picks up where its predecessor left off, using 
advances in computer technology to give you 
even greater realism and atmosphere. With 
enhanced, digitised graphics, state-of-the-art 
sounds and thrilling new game options - 
including a 'War Career' option to fight the entire 
South Pacific campaign- Silent Service II is an 
historically accurate simulation of the WWII 
submariner's decisions, fears and triumphs. 



MicroProse Simulation Software is available from all good software stores, 
however should you experience difficulty In obtaining any of our titles they can 
be ordered directly from us at MicroProse Ltd. Unit 1, Hampton Road Industrial 
Estate, Tetbury, Glos. GL8 8DA. Tel: 0666 504 326. 
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SOFTWARE 



r your Commodore Amiga, Atari ST and IBM PC and Compatibles 
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Time waits for no man, except with a time machine. 

Electronic Arts invite you to a battle where every second counts. 



ZONE 
WARRIOR 

Ekectronic Arts 
PRICE 

£25.99 



OUT 

NOW 

GRAPHICS 

Km 



SOUND 
DURABILITY 

11- 
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PLAYABILITY 
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HERE WE SEE THE ZONE WARRIOR doing what 
he docs best, killing Geeks. They're tricky little 
devils as they adapt to their surroundings with 
remarkable case. For example, in the prehistoric era 
they become cavemen And lizards, in Egypt <he 
become pharaohs. 



TIME-TRAVEL 15 TRICKY AT THE BEST OF TIMES. But when 
aliens from the future are invading the past, it's time for 
a soldier of tomorrow to journey to yesterday,., to stop 
them today (follow that!). 

A horde of aliens, known only to us as Geeks, have put the 
safety of the Earth in jeopardy. Having stolen a time machine 
from an Earth space station, they plan to travel back to 
important moments in history and change the course of the 
future. The simple act of preventing the wheel from being 
invented could disrupt every major technological invention. 

Only one hope remains, to send a soldier back in time to 
stop them in their tracks. That soldier is you, the Zone Warrior 
Next stop the stone age.,. 





ALTHOUGH HE 
STARTS with a 
measly one-shot 
weapon, the Warrior 
can soon update to 
three-way and five- 
way shots by Finding 
the relevant power- 
ups. Other bonuses 
come in (he form of 
health boosts and 
speed-ups. 



THE GEEK FORCES 

arc led by a supreme 

commander. Alter 

freeing all the 

prisoners, the 

Warrior '% final task 

before leaving is to 

seek and destroy 

him 




THE WARRIOR 

STARTS his mission 

like all good soldiers, 

in the briefing room. 

The missions are all 

generally the same. 

rescue the hostages, 

free the main guy and 

kill the Geek 

commander. The only 

things that are 

different are the time 

zones. 











APART FROM THE PREHISTORIC ERA, the Warrior bu to travel to ancient 
Egypt, mc diarval England, Japan and into the future. Note how his dress sense 
changes to suit the rime period. 





ONE OF THE WARRIORS main tasks if to 
free the Geeks' prisoners. Important people 
from fath lime period have been taken 
hostage in order to prevent Earth from 
making CTUCtl] tcthnolugical invention*., such 

as the wheeL 




TO HELP THE WARRIOR find the 
hostages, maps art scattered around the 
landscape, each showing a section of tht 
whole level. Hostages, kirys and security 
doors (which lead to an armoury, the 
main hostage and (he commander) arc all 
shown. 



WHAT'S THAT OLD SAYING? Never 
judge a book by its cover. Zone 
Warrior may look awful, but sit 
down and play it for a few minutes 
and you'll soon realise exactly how 
brilliant a game this is. At first, 
there doesn't appear to be too 
much to it just run around, shoot a 
few bad guys and find the 
hostages. But if you take a moment 
to flick through the manual you 
discover there's more to it than 
meets the eye. Essentially your initial 
impressions are right it is just a basic 
running around, shooting things affair, 
but the simple additions of the compass 
directions and the map has turned it into 
something 
with a bit 
more class. 
Sure, it has 
its problems, 
not least of 
which is in 
the graphic 
department. 
Sprites occasionally get caught in the 
backdrops and when you shoot away a 
hedge it leaves behind a solid black 
square, but aren't all the really excellent 
games flawed in some way? When you get 
down to brass tacks, Zone Warrior is a 
healthy mix of extremely playable action 
and just the right amount of thought Oh - 
and the music is incredible! 



Paul Presley 



Looks terrible, 
sounds 

brilliant 
plays 

magnificently 
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Imagine a futuristic 'footie' game, contested by heavily-armoured cars 
instead of human players. Well, you can stop imagining now, as Ocean 
proudly presents... 



WILD 
WHEELS 

Ocean 
PRICE 

£25.99 

OUT 

NOW 



GRAPHICS 



lb/1 



SOUND 
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PLAYABILITY 
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DIFFERENT 

POINTS are 

awarded 

depending on how 

close you are to 

the goal when you 

let che ball fly. 

Don't get too close 

though - actually 

entering the goal 

area is fatal! 




BONUS TILES 

APPEAR on the 

arena's floor - 

SfttAftii/Mtyle. 

The specific nature 

of each pick-up is 

flashed on screen 

on it.s appearance. 

The actual use of 

these varies 

wildly, with a long 

list including 

vehicle add-ons, 

extra points, tiles 

to slow the 

opposition's cars 

down, tiles to 

speed your own 

cars up and so on. 




THE ONE'S FIRST CONTACT with Red Rat software came 
way back in the early days, when Mandarin Software 
released the superb Lombard RAC Rally, conceived and 
programmed by the team (and only re-released on budget 
last month), 

However, the only game that we've seen since then was 
the technically accomplished International Soccer 
Challenge (published by MicroProse), which looked great, 
but sadly lacked in gameplay. 

Now, however, the boys are back, combining the themes 
of their two first games into one neat package - anyone 
fancy a spot of footie played with radio-controlled cars? 

The basic principle here is to score more points than the 
opposing player Sounds simple enough? Well, it is and is 
isn't- You don't only score goals by putting the ball into 
the other team's goal, you also receive rewards for 
destroying the opposition's cars and collecting pick-ups. 





THE ACTION STARTS when a steel ball 
is shot in a random direction from a hole 
in the centre of the play area. Frum here 
until the final hooter is sounded, it's up to 
you to chase after it and attempt to get it 
into your opponent's goal by pushing it 
with the customised 'cow-catcher* built 
into the front of your vehicle. 








STAY AHEAD OF THE GAME and keep 
up with what's happening all around you 
by careful use of the miniature scanner 
situated to the left of the main screen. 
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AS IF GUIDING ONE BALL around wasn't hard enough - l he multi-ball feature splits it 
into four, with each ball equally valid until the time limit runs out. 

SOME FLAYERS MAY FIND 
2D mode a little easier to 
follow, although swapping 
the fetching three- 
dimensional graphics for 
small oblong blocks does 
wipe out some of the 
atmosphere. The advantage 
of using this view is that you 
can sec more of the pitch 
(especially what's going on 
behind you), but careful use 
of the scanner in 3D mode 
docs this job just as well. 

WHAT DO POINTS 
MAKE* That's 
right... better cars! 
While you have to 
begin your first 
game with the basic 
Shrimp vehicle, 
gather enough 
points and you can 
swap it for more 
advanced vehicles 
with belter 
acceleration and 
tougher armour. 







THE TADPOLE costs 2,200 points. 

It's pretty fast as it goes, but loses 

out in the armour department {and 

is also prone to stalling). 



THE CHEWEY costs 5,250 points 

and is o 'snappy* little goer which 

causes terror everywhere. Also 

requires a full licence. 




COSTING 3,400 POINTS, the Lynx 
'A' Type is designed for speed and 

scoring goals. Powered by o GE 

J79 Jet Engine with 5mm Chobham 

Armour, this one requires the 

driver to possess a full licence. 



TOTALLY FIRE RESISTANT, the Hot- 
Rod costs 6,600 points, ft also 
comes with extra life insurance. 





THE STATUS SCREEN appears after each game to keep you up 
to date with your current state of affairs; how many points 
you've scored, what peripherals you've picked up and your 
current vehicle. 

FIRST IMPRESSIONS are very 
dangerous things. This is especially 
true here, for although Wild Wheels 
is quite tricky to get to grips with 
at first it really has a good deal to 
offer if the player is willing to 
spend a little time working out just 
what exactly is happening in what 
initially seems like a confused 
scramble. Hang in there and you'll 
be rewarded with a fast, 
frustrating, finicky and, above all, 
funny game which combines a lot of 
action with a little bit of thinking - nice 
mixture. The arena is a little bare, but the 
cars are gorgeous and there's a real 
feeling generated Cm* -»►**! 

that you're haSt an « 

playing inside a f UMOUS 

environment. The 'f OOtballifig' 

sound effects frollCS 

aren't exactly 

ground-breaking, but they do perform the 
important task of letting the player know 
what's going on around him (one sound 
means that opposition has scored, while 
another means that there's a pick-up 
available and so on). The game itself is 
supposedly a a team affair, but the rest of 
your vehicles are so stupid that you'd 
almost be better off playing on your own 
(the amount of times that you have the 
ball and are heading for goal, only to be 
knocked out of play by one of your own 
players is just a tad frustrating). The 
ability to pass the ball from car to car 
would have been fun, as would driving up 
the sloped waits (a la Buggy Boy) and 
even a two-player option (which is only 
available via null modem for some reason) 
- but why harp on about what's missing 
when what's here is so much fun? Wild 
Wheels isn't going to keep anyone glued 
to the screen for hours on end, but it is 
going to bring them back again and again 
for short blasts. Which is more than can be 
said for a lot of games these days. 



Brian Nesbitt 
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Rugby may be a game played by men with funny-shaped balls, but it's 
also shaping up to be the 'next big thing' for the end of 1991. 
Audiogenic is in first with its interpretation of the sport of gentlemen. 




®ne 

REVIEW 






WORLD 

CLASS 

RUGBY 

Audiogenic 
PRICE 

£25.99 

OUT 

OCTOBER 



GRAPHICS 



OVERALL 




WHEN WILLIAM WEBB 
ELLIS first picked up the 
ball and ran with it 
during a game of football at the 
famous Rugby public school in 
1823, he couldn't have known 
that he had just invented a sport 
which would still be going strong 
more than 1 50 years later 

The international Rugby Union 
was constituted in 1871 and 
hosted its first international 
championship in 1884 (a 
competition which has now 
developed into the annual five- 
nations championship between 
England, Scotland, Wales, Ireland 
and France). Since then a parallel 
sport has grown popular in 
northern England (Rugby League), 
but it's the international sport of 
Rugby Union which Audiogenic is 
concerned with in this simulation. 
An unsurprising situation really, 
as the World Cup is just around 
the corner and the sport is no 
doubt going to grow massively in 
popularity over the coming 
months. 
The game itself is a simple affair, 
where a 1 5-man team attempts to 
carry an oval ball over the 
opposition's end line. The only 
trouble is that there are 15 equally well-built 
characters on the other team only too willing to 
prevent just that from happening. And although 
there is a very stringent rule book governing both 
how to get the ball over the line and how to stop 
it, this is certainly not a sport for the faint hearted. 
Maybe it's a good thing that you can now do it all 
with a joystick. 




o 



WHEN THE PLAYER wins cither a line-out or a scrum {as above) t a 
number of tactical options arc displayed and chosen by joystick 
movement. This feature will bring back memories for those of you 
who called the plays in Cinemaware's I \ SpotIs t twtlntll 






THE DEFAULT VIEW is from an overhead angle, with 
the currently controlled player marked by an arrow 
cursor above his head (although not when the players 
get this close). When a ruck or maul develops (which 
happens just about whenever the ball breaks loose or a 
player is tackled), both teams' packs leap into the fray in 
an al tempt to wrest the ball free and gain possession. 
This is done by waggling your joystick like mad until the 
two arrows change to your team's colour and the ball is 
thrown out to your scrum half. 
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REVIEW 



RUMANIA CONVERTS a try! Ail types of 

kick arc catered for f be they penalties, 

conversions, 'drop goals' or during play - 

where holding down the fire button results 

in a good old-fashioned "up and under** 





THE SCANNER IS ADJUSTABLE in both size and position, to 
suit every player's taste (wonder where that idea came from<). 



IT'S DIFFICULT TO TELL whether 
rugby is actually a very complex 
sport played by master tacticians, 
or an unruly free-for-all with 
unsophisticated louts using a ball 
and pitch as an excuse to work out 
their aggression. Bearing that in 
mind, it's also hard to tell whether 
bringing the sport to computer was 
a real nightmare or a piece of cake. 
Whatever the truth. Audiogenic has 
made ft look simple. Although 
there are a number of elements 
'borrowed' from previous sports games 
(Kick Offs scanner and the TV Sports 
Football options 



A winner, 
without 

having to 

'try' too 

hard 



display to name 
but two), these 
have been 
incorporated 
seamlessly into the 
flow and, after all, 
are only here 
because they were 

good ideas in the first place. The control 
method is completely instinctive - push 
forward to kick the ball, sideways or back 
to pass it - and the action is non-stop. 
Which brings us neatly to the one and 
only problem - the joystick waggling. 
Rucks and mauls are an integral part of 
the game of rugby and so, quite rightly, 
they play a very important part here. The 
only trouble with that is, if the ball gets 
bogged down in the middle of the park, 
you can go from one bout of waggling to 
the next and the next without having a 
chance to pause for rest, which gives the 
computer player an annoying advantage. 
But that's about the only problem, 
otherwise World Class Rugby is without 
doubt the definitive rugby game. A must 
for devotees of the sport and well 
recommended to the rest of you into the 
bargain. 



Ciaran Brennan 
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DIVISION 
ONE 91 



"Hugely enjoyable but dangerously addictive" 
D. Trevor Bailey, psychologist 

THE GAME. At last, a game thai ufces the world of soccer 
tonousJy. You take over a struggling side m ih& English L* 
Division and set about building a squad to win the 1st Dmsion title. 
Success In domestic competition* (League, FA and League opt) 
mil lead ioihe3EmopeincompeiiiWns Maybeadouble r maybea 
treble. 

SOQADfiTRANSTER MARKET. Thete are 3 squads, I* Team, 

Reserve Team and Youth Team 45 player* in all You control the 
lit squad and the movement olplayeis between them. You also 
decade the transfer options {the board handle finance). The 
transfer market and youth policy will determine your Future teams 
and playing sty)*. 

THAWING* You have a weekly training schedule far the squad as 
a whole and lor individual players. You will need to set your 
schedule to develop thoee stalls thai will support your usam style 
Young playera in particular can have Ihetr slaBs enhanced 

THE MATCH. Usually sacrificed in a management game. The 
match terns 3 purposes Fix9t.it is the measure of your team, and 
therefore your performance Secondly nisiheonfy reliable source 
ol information about your pbyers. ThirdJy.it allows you to make 
m-match tactical adjustments demanded by the jtateofthogame. 
Our unique 4 mimne oiatcb amulaiion gives you all this. 

WHAT B DUTEREWT MOOT THE GAME? 

Division One 92 rs a genuine soccer management simulation. No 
mental arithmetic, no "drill levels" irsaHabom your judgement of 
slaBs, and your understanding of what blend wUJ produce a side to 
beat the very best m the country and in Europe Our Division One 
65 was used by two league clubs in their youth training scheme. 
THIS KEALLY IS A GENUINE MANAGEMENT 
SIMULATIONS 




HEADCOACU 

n 



"It's a pity to call this just a game" 

A & B Computing 

THE GAME. HeadCoach is the complete American Football 
simulation. You take charge of the latest recruit to the NFL* and 
through skdful design of ganwplna and the use ol the college 
draft, build up a 43 man squad to keep your fans happy and win the 
Superbowl. Unlimited seasons and ageing players produce a 
realistic game of fluctuating fortunes . 

THE MATCH. The match is a game in itself taking about 40 
minutes to complete. With 26 offensive plays and 21 defensive 
plays> there is ample scope to match your game-plan to the skiDsof 
your squad, and exploit the weaknesses of the opposition. It's here 
where the strengths and weaknesses of your players are 
highlighted. 

TRAINING CAMP. An opportunity to assess your players before 

they take ihe field The appropriate coach will give you his view of 
the current form of any of the players and how they are performing 
in training. A 40 yard timed run wiD reveal their sharpness. Wide 
receivers, running backs, linebackers, comer backs and safeties 
need to shine here. 

COLLEGE DRAIT. During the 16 match season, plus whatever 
playoff maiches you achieve, you will find yourself praying for a 
second classy running back or wide receiver, or need to beef up 
your offensive line (too many sacks). The college draft should be 
used to find those stars of the future and make sure they're playing 
for you. 



STATISTICS. The statistics centre wiH encapsulate your team's 
and your players 1 season. Total yards, rushing yards, passing 
yards, kick-off returns, punt returns (and averages for all these), 
interceptions. sacks™ all these are kepi for each match, the whole 
season, for the team and for each player. American Football is a 
game of stets and we retain that 



THE 

MMMGIIT 
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22.99 
16.99 
16,99 
15.99 


■ 

am 
l J ro 
RoMmnltha 7 


6.99 
4.99 

99 


iparboy 
Ftcf 

DogsOFWar 
Barbanans2 


99 
39 

6 99 


Shadow Of The Beast 2 
S*ent Service 2 
Sen Earth 
Space Quest IV 


Blade Warrior 


16.99 


Kv 




Bottles* 




SpeedbaB2 
Spirit of Excalibur 
SterterV 


15 99 


Blue Ma* 


19.99 






3rd Courier 


J 93 


* *#. — -i 
20 99 


Bran Blaster 


16.99 


■ 




Qsi 


7 99 


16.99 


Buck Rogers 


19.99 




6.99 


EmoUon 




SuperCarra2 


16.99 


Carthopc 
Centurion 


16.99 
16.99 




799 


Turbo Outrun 
John Lowe arts 


39 

■ 


™ — 
Super Space Invaders 
Switch Blade 2 


20 99 
15 99 


Chaos Stnkes Back 


16 99 


39 


DfflaVU? 


8 99 




14 99 


Chase HQ 


15.99 




4.99 


ArifctaMII 




L L L L ■ X^ ■■ ^^^B. ■ L "■ 

^est Drive 3 


1599 


Chase HO 2 


14.99 


t-\ 


4.99 




6 99 


The Punitiher 


i ■ 
16.99 


Chock Yeagers AFT 
Cotxirt 


16.99 
21.99 


■ 


4.99 
499 


PaCfn&ntt 


7.99 


Tournament Golf 
*jrnc»i2 


16.99 
1599 


Coidlt* 


19.99 


i i^r-mc-r 


699 


Obbteratcr 




UlUmateV 


1 «r.«^«^ 


Corporation 
CytmrconG 
Dark man 


12.99 
16.99 
1699 




aeo 

6B0 


OperabonWotf 

3D I 


6 75 
39 


USS John Young 
Warlock The Avenger 
War Zone 


16.9S 
14 99 
15.99 










Days Of Thunder 


1599 


TITLE 


ST 


TITLE 


5T 


Wolfpacfc 


19.99 


Dragon NfaifB 


14,99 


Golden Axe 


16.99 


Lemmings 


1599 


W.WF. 


15.99 


Oregon Win 

ELFTocbot) 


16*99 


Grand Prix 


23.99 


ure 


2099 


Sha3owofthaBea&t2 


16.99 


15.99 


Gre*nfcn32 


16.99 


Lost Patrol 


14.99 


18.99 


tlviraMisLressOfDarfc 


21.99 


Gurtship2000 


21,99 


MlTankPlotoon 


19.99 


Space Quest IV 


26 99 


F15StnkoEdrte2 


23 99 


Hard0rmng2 


1599 


Mega Traveller 1 


2099 


SpeedbafI2 


1599 


F16Combet Pilot 


16 99 


Heroes Quest HMog) 


21.99 


Man Utd Europe 


16.99 


SmrtrekV 


16.99 


F 1 9 Strealth Fighter 


19.99 


Hill Street Blues 


16-99 


M-dwnUjr 


19.99 


Switch Blade 2 


15.99 


F29Hetatetor 


14.99 


Hudson Hawk 


1599 


M-dwwitv2 


19.99 


Terminator 2 


14.99 


Final Wr-stJe 


9.99 


IshxJo 


19.99 


Mig 29 Fulcrum 


21.99 


Test Drive 3 


1599 


Pmal Conflict 


16,99 


Ivanhoe 


4.99 


Monkey Island 


15.99 


ThePunisher 


1699 


Fbghtof the Intruder 


19.99 


JaftangjrKhan's Squash 

JudyeDredd 


1699 


Navy Seals 


14.99 


Ultimate V 


1999 


Gauntlet 3 


1699 


16.99 


No verentfcng Story 2 


16.99 


Wartock The Avenger 


14.99 


Genghis Khan 


21.99 


KilhngGamoShow 
Last Klin ja 3 


16.99 


Wghtshift 


16.99 


Wolf pack 
W.WF. 


19.99 


Gods 


15.99 


16-99 






15.99 



Please make aii Cheques & P.D.'s payable to SATURN SOFTWARE. P+P is included in Che UK. Orders under £10 
add 75p P+P per item. Europe please add £1.20 per item. Elsewhere add £1.75 per item. 



Please send all orders to: Dept ST, Saturn Software, 3 Woodland House, Woodland Road, 

New Southgate, London N11 1PN 



THE 



REVIEW 



Laurence Scotford swaps his pushbike for a Lotus Elan and once again 
takes to the open road to test-drive Magnetic Field's sequel to its classic 
racing game. 



LOTUS TURBO 
CHALLENGE 2 

Gremlin 
PRICE 

£25.99 

OUT 

OCTOBER 



GRAPHICS 




NO COMMERCIALLY-MINDED software publisher 
could resist the opportunity to produce a sequel 
to its most popular game, so it comes as no 
surprise to see Gremlin continuing to exploit its Lotus 
licence after the success of Lotus Esprit Turbo Challenge. 

But this is no run of the mill sequel. Something you 
certainly don't get in Lotus Turbo Challenge 2 is a half- 
hearted rehash of the original with different course 
layouts and maybe some souped-up graphics. What we 
have here is a completely new approach to the licence, 
which borrows from its older brother little more than its 
payability. 

If you are wondering why 'Esprit' has been dropped 
from the title of this sequel then rest assured that it is 
not because the Esprit does not feature in the game, but 
because it has now been joined by the Elan. You can 
choose which car you prefer to drive for each section of 
the game. 

Unlike the original, in which you did a single circuit 
and had to finish in the top 10 places to qualify for the 
next round, Lotus 2 puts you on the open road which is 
divided up into a number of stages in the tradition of 
OutRun. To continue playing you simply have to reach 
the next checkpoint before your time runs out. This can 
often result in some 'skin of your teeth' finishes in which 
your time runs out just before the checkpoint and your 
car just about manages to coast over. Which only adds 
to the tension and excitement of the race. 

Also dropped are the pit-stops, but this is more than 
made up for by the ability to drive in varying conditions 
from night driving to fog, and even electrical storms. 
Interest is added by the full-screen view for single player 
races, the ability to link machines together, and one to 
four player options. 




THE BIGGEST DIFFERENCE between Ulus 1 and 2 is (he 
full-screen view lor single player games, It's far more 
comfortable to look at and a hell of a lot more attractive 
than hall a screen of action above a static picture. 





THERE ARE A WEALTH OF OPTIONS for getting Lotus 2 
to play exactly as you want il to. Once again you can select 
either manual or automatic transmission, while the joystick 
or the fire button can be used to accelerate and change gear. 
The Link option allows two or three machines to be daisy- 
chained, for two-, three- or four-player games. 





There are 

eight 

different 

driving 

scenarios 

included in 

Lotus 2, 

ranging from 

the relatively 

simple Forest 

level to the 

extremely 

hazardous 

Fog. Here are 

five of the 

best: 



M| THE NIGHT is 
similar to the City 

X; section, but with 
reduced visibility. If 
you're desperate to 
overtake you can 
cross the central 
reservation, but you 
run the risk of a 
nasty (and time 
wasting) collision* 

I THE DESERT looks 
hazard-free at first 
sight, but the road is 
unmarked and it's all 
too easy to slide off 
into the sand and 
lost traction - 
disastrous if you've 
only got 30 seconds 
on i he clock* 



THE SNOW U a 
driver's nightmare, - 
Not only is the road j 
surface slippery, but ' 
the falling snow 

obscures your vision, 

This is one section IA 
where erven the most -th | 
lunatic drivers I 
should take it easy. 



THE FOG is one of 

the game's most 

treacherous stages. 

Unfortunately you 

have no option but 

to maintain the 

speed and hope for 

the best. 
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THE TWO-PLAYER GAME will 

be familiar to owners of the first 

talus game. Unlike the previous 

game, one player getting past a 

checkpoint does not always 

guarantee that the other player 

will get through. 





±-»0 • MPH 



U0280Q 



** >* 



THE STORM may he the sort of weather that gives golfers a buu, but for drivers it's a 
pain in the spare tyre. The road is waterlogged, which slows you down, and the rain is 
still pouring down which cuts down your visibility. As if things weren't bad enough the 
lightning provides a spectacular and potentially fatal distraction* 



I MUST SAY, it really is satisfying to 
play a sequel that has had some 
thought and effort put into it 
rather than yet another 'rip-u-off 
extra levels disk at full price'. 
Because Lotus Turbo Challenge 2 
retains all the payability of the 
first game, fans of that one are 
definitely going to like this. The 
addition of a variety of driving 
conditions prevents that feeling of 
'deja vu' that seems to prevail in so 
many sequels, as does the provision of a 
full screen view for single-player games. 
The courses are 

A must-buy 
for all road- 



\ 



racing fans 



more interesting 
too, with a 
greater variety of 
hazards to avoid. 
One of the most 

impressive aspects of both the Lotus 
games is the speed and smoothness of the 
screen updates. There are plenty of 3D 
driving games in which everything moves 
at a crawl (the conversions of OutRun 
being a good example), but Lotus 2 
actually manages to give the impression 
of real speed. The atmosphere is further 
enhanced by some extremely realistic 
sampled effects. This is easily the best 3D 
road driving game on the market and 
highly recommended whether you're a 
Lotus fan or not. 



Laurence Scotford L 
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AATARI ST 

520ST-E DISCOVERY 

XTRA PACK 



^ 




^sr'S 




1040stc FAMILY 
CURRICULUM PACK 

The) Family Curriculum Pack 
comes with a 10405T-E com- 
puter and mouse plus 5 software 
modules (3 tiilos in each), one lor 
every age range. The combina- 
tion of education, creative and 
business software from Atari, 
pkjs the FREE entertainment and 
productivrty packs from Silica, 
makes (or a package the whole 
family can enjoy! 

PLUS! f»a HOLIDAY ACCOM 



* PLAY A LEARN 
2 JUNIOR SCHOOL 
3 + GCSE HEV)5I0N . , 

4 BUSINESS COMPUTING 

5 CREATIVE COMPUTING , 
PLUS! FREE FROM SILICA 

TENSTAR PACK 

PRODUCTIVITY PACK 



nia 

£5854 
£5U4 

tisais 

£t34JI7 



HARDWARE: 




512K 520ST-E ♦ MOUSE 


C37AW 


ENTERTAINMENT SOFTWARE: 




AMAflCHY A/rjdp G#ro* 


C15W 


ORAGONS BflEATH - Ach+ntore _ 


C2IJ5 


INDIANA JONES - AfCM AdV 


£1S« 


SUPER CYCLE - Rm&oq Ge*ie>_ 


t1B« 


PRODUCTIVITY SOFTWARE: 




CONTROL ACC - Utttiry Software 


FREE 


EMULATOfl-ACC - UWy Software 


FREE 


FIRST BASIC ■ Programming 


E4BM 


NE0CHROME An Package 


£2fJ.t9 


ST TOUR - Tutorial 


£4*t9 


JOYSTICK CONTROLLER: 




ATARI CX40 JCTVTTTICK 


£4.99 


PLUS! FREE FROM SILICA: 




TENSTAR GAMES PACK ,„„„„ 


£2«.7S 


PHOOUCTIVITY PACK 


C1Q4J7 


TOTAL VALUE 


ES34.S4 




YOU SAVE 


£329 


musi ntf 


SILICA: 


HOLIDAY 


C91 


to 


ACCOMMODATION, 


AmAd 


69 







70ML VALUE: £1210.23 
VOU &4VE £811.23 




StKA PRICf - IMC W + FRff DELIVERY 



ATARI 520ST-FM 
DISCOVERY PACK 




HC W + FREE DEUVBW + FREE TENSHfl S PRODUCTIVITY PUCKS, 



ATARI ST - MORE THAN JUST GREAT GAMES! 




FROM SILICA 
WITH EVERY 



ATARI 




, 




oawja 



y. 



The TenStar Games Pack is THE software 
compendium for Atari ST owners, featuring len top 
titles with a variety of different types of games for 
you to enjoy. Each title is packaged in Its own 
plastic case, with a colour sleeve and full 
instructions. The TenStar Games Pack is FREE! 
when you buy your ST from Silica Systems. 




■ 

m 




TENSTAR GAMES PACK 



Gram —£219.78 




KOBKi *«LICA SYSTEMS ST \ 
rKKKi PRODUCTIVITY PACK I 



Every Aliri ST from SAca comes with a FREE Sdca ST 
worth over cifjfr Tnis pock has boon specially pat logeth 
you to get to gripe wflh the products tide of 
computing from day one Each Mte his been tried 
ondtasWbyton»crffJKXi»indtoftonSTcwiTie^. 
wtio nave begun word paneung with 1st Word 
and programming with Marl ST Sa*c 
Ul WORD - from GST CSfl-9» 

SPELL m - im see «fih id WORD m« 

5T BASIC - with lUttOtl „ . £24.99 



ProdudMlyPack, 
r ay Silica lo help 



TOTAL RRP; £104,97 



-: 






CDKf 16 NIGHTS HOLIDAY 
rfleCC" HOTEL ACCOMMODATION 



Every Man ST from Silica comes with a FREE 72 page, full colour 

brochure with accommodeUoe vouchers. These vouchers entitle 2 

people to stay up to 16 nights In one hotel (or 

any number of hotels lo a total of 16 nights) 

with accommodation FREE (you could take 

up to sit mghU lor four people, or other 

opttonel Choose from the 250 hotels featured 

»n the catalogue All you have to pay tor are 

your meals (prices are listed in the brochure). 

Reduced rates in top London hotels and 

hotels In France are also bsaiured. 




(TOTAL FREE PACKAGE) 



TENSTAR GAMES PACK - £219 

AsteriX - By Coktel Vision 

CheSS Player 2150 - By CP Software 

Orivin' Force - By Digital Magic 

Live & Let Die - By Elite 

Onslaught - By Hewson 

Pipe Mania - By Empire Software , 

Rick Dangerous - By Firebird 

Rock 'n' Roll - By Rainbow Arts 

Skweek - By US Gold 

Trivial Pursuit - By Domark 

PRODUCTIVITY PACK £104.97 

1st Word - Word Processor 
Spell It! - Spell Checker 



♦ * 



ST Basic * Programming Language 



78: 
£24.99 
£24.95 
£19.95 
£19.99 
£19.99 
£24.99 
£24,99 
£19.99 
£19.99 
£19.95 

£59.99 
£19.99 
£24.99 



TOTAL RRP: £324.75 




HOLIDAY ACCOMMODATION 



SILICA SYSTEMS OFFER YOU 



• FREE OVERNIGHT COURIER DELIVERY. On all hardware orders shipped in the UK 

• TECHNICAL SUPPORT HELPLINE: Team of Alar) technical experts at your service. 

• PRICE MATCH: We normally match competitors on a "Same product * Same price** basis 

• ESTABLISHED 12 YEARS: Proven track record In professional computer sales. 

• BUSINESS # EDUCATION * GOVERNMENT, Vtolume discounts available for large oiders- 

• SHOWROOMS: Demonstration and naming facilities at our London & Sidcup branches. 
e> THE FULL STOCK RANGE: All of your Atari requirements from one supplier 

• FREE CATALOGUES: Will be mailed to you with offers and software/peripheral details 

• PAYMENT: By cash, cheque and all major credit cards. 

Before you decide vrhen to buy your new Alan ST computer, we suggest you think very carefully about 
WHERE you buy It, Consider what rt wil be like a tew month* after buying your ST t wften you may le- 
<3uirp sjriattejiej pedphsnli em soRwm, or htflp and atfvfps ieWi v^ fjr npw pMn-hssw, And* wl t r *- con* 
pony you buy from contact you wrth details of new products? At Silica Systems, we ensure thai you 
will have nothing lo worry about. We have been established 'or over 12 years and, wrth our unrivalled 
experience and expertise, we can now claim to meet out customers requirements with an understan- 
ding which is second to none. But don't just take our word lor It. Complete and return the coupon now 
lor our latest Free Weraiure and begin to experience the "Srlica Systems Service". 



HAIL ORDER: 

0»e*r I *nt Q pgn Mon«l 

LONDON SHOP: 
Opvfnrrg Hour* 



1-4 The Mews< Hathcriey Rd, Sidcup. Kent, DAM 4QX 



52 Tottenham Court Road. London, W1P0BA 

Men-fid BJOarn-flOOpm UW Htjtfi nwwssej aej 1pm 



Fn 



LONDON rsaFRIDGES): 1st Floor 369 Oxford Street. London, W1A 1AB 

Opening Hours. Men Sat SJusmAOOpfn I ni* Ni^N j Thursrier uofil Ssn Ask t*- 



SIDCUP SHOP: 

Opwtilng Hours: 



1-4 THo Mews. Halhericy Rd, adcup. Kent. 0A14 4DX 

M0n-5« flOO>m^aQp«i Lata Hip« (■idny umil 7pm PM 




To: Silica Systems, Dept ONE-0991-63, 1-4 The Mews, HalhefleyRd, SWcup. Kent, DA14 4DX 



| PLEASE SEND FREE ATARI COLOUR CATALOGUE 

I 



Mr/Mrs/Ms: 
Wdre 



initials: ™ Surname?; rt - 



— -* 



MAIL ORDER HOTLINE 

081-309 1111 



SILICA 
SYSTEMS 




Postcode: .„. 
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Which computer(s), rf any. do you own? 



,,11111 ^f 



Can US Gold bring the power of Capcom's mighty beat 'em up to 
the small screen? Read on and find out... 



THE 




REVIEW 










HAVING SERVED HIS TIME and made it to the top 
as a professional wrestler, the mighty Haggar 
decided to find himself a quieter career. 

Now. while most people would have chosen to 
work in the local Supermarket (or to get a job as a 
game reviewer on The One), Haggar instead 
decided to run for Mayor! 

What's probably more surprising is that he 
actually got the job. 

It seems as though he's made a few enemies in his 
new post though - not least of which are the Mad 



THE SLUMS ARE FULL of evil 

hoodlums, hiding in doorways 

jusi wailing for their chance lo 

pul you in a world of pain. 

You'ie noi unprepared though, 

because the tremendous trio 

are armed up to the teeth - 

mostly with their arms and 

their teeth! So thai you can 

keep up with how much 

damage you're causing lo each 

other, there's an energy bar 

prominent at the (op of the 

screen - allow this to run out 

and you've wasted another of 

your precious credits. 



Gear Gang who have just kidnapped Jessica, his 
sweet cherub-like daughter. 

Haggar cannot and will not tolerate criminal 
actions - especially when they're committed on his 
own family, so he decides that the only course 
open to him is to go out and rescue her... 

This is no easy task though, even for an ex- 
wrestler who's built like an ox, so Haggar calls upon 
his old buddies Cody and Guy to help out Now the 
threesome are ready to go - and all that's left is for 
you to decide which one to be and hit those streets. 



FINAL 
FIGHT 

US Gold 
PRICE 

£25.99 

OUT 

NOW 

GRAPHICS 

SOUND 

DURABILITY 



PLAYABILITY 

OVERALL 

80°/c 





EACH PLAYER HAS his own 
'special move'. Haggar is 
armed with a handy Pile Drive 
and a Back Drop, both of 
which arc activated by pulling 
down on the joystick and 
pressing fur {the PUe Drive 
comes into action when the 
opponent is in very close 
range). Cody and Guy are 
armed with the same 'special 
move* - the megj-destnictivc 
Circling Flying Kick, 



IF YOU FIND KICKING and punching your victims to death a bit 
tiresome, you can always pick up some steel piping or a knife and 
use that lo break the monotony (and, of course, a few skulls). 
These weapons are concealed in the barrels and are revealed by — 
would you believe? - more brute force* Watch out when you're 
using a knife though - the bad guys can use them too. 
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THE 




®ne 

REVIEW 



HACGARISTM! 


lH^»tf 


CODY IS THE 









BIGGEST of them ,il 


r -3i ^rotl 


GROUPS softie. As 


* 






weighing in M 2971W 


<Kar 


Jessica's childhood ( fe 


JT* 




? 


and reaching up to a 


j&/ 


iwwtbeart, he's got 




JV J 




massive 6.64 ft. As 




more reason than most ^riM 


^^^^^k ^^^^^^^^_ 






^ 


i j^ 




miniature 


' L ^ 


yoq ilrady knoWi 




to complete this 


* +^r 




marvel is a iB 


F * 


i an ex-wrestler 


■■ VPk 


mission though* His 






master of * 


■ JB 


and his specialities are 


-.SW 


claim to fame is that 




W, 


Ninjitsu and ^ — ^ ^^^ 


*/ 


the backdrop* and 




he's a first-class martial 






has perfected ^^ 




the- pile drive*, but he 


T> \ 


artist and ■ dab hand 






the nme three 




can also bring Hying 

t m % 1 * i ■ * 4 




with knives. Cody's 






moves as Cody 


^i 


kicks and traditional 


A 


moves are punching. 




_ jltkracfa he 




punching into plav 


W * ^H1 


the high kick and tfe 


^m 


^^^^^^^^^^^^^^^^^^^^^^^^^^^^H 


1 






^^^H circular flying kick, *+ 


m 


" 







THERE'S MORE TO THIS TOWN than 
the streets. At one stage you have to step 
into (he ring to battle it out with a 
Samurai Swordsman* This may sound a 
little daunting, but with the backing of 
razor-sharp hands and steel»piercing feet 
you've got no worries - unless he hits you 
first* This is just one of the end of level big 
guys, others come in the shape of bent 
policemen and wrestling 'wire-heads'. 




AS YOU CAN SEE, 
the graphical 
differences 
between the coin* 
op and the 
computer version 
aren't all that 
major, cicept of 
course for the 
original's citra 
colours. 



DAD GOES TO RESCUE DAUGHTER, 
takes a few mates with him and 
meets half the world's criminals 
along the way! Not exactly a tale 
of everyday life, but it's as good a 
plot as you're going to get for a 
beat 'em up. Final Fight is a great 
coin-op, the size of the characters, 
the quality of the visuals, the 
variety of the moves and the 
differences between the three 
main heroes make it stand out 
from the pack. The conversion doesn't 
quite capture all of these elements: while 
the graphics are excellent and all of the 
three characters are included, some of the 
original's features have had to be left out. 
For example, some of the more complex 
fighting moves have disappeared and 
there's no real . - . a 

Just the 
ticket for 

pixel- 
bashing 
psychopaths 



difference 
between the 
three (while in 
the coin-op 
there are some 
characters that 
can only be 
beaten by one 
or other of the gang). That said though, 
the computer version is a good blast in its 
own right, the graphics are great the 
music and sound effects top notch and it's 
action all the way. As you'd expect, when 
you put characters of this size on a screen, 
there is occasional slowing down of the 
action, but this only happens when there 
are numerous opponents on screen at 
once, so if you kill them all quickly this 
shouldn't be too much of a problem. 
Despite the fact that there seems to be a 
new beat 'em up released every month, 
there aren't very many around that 
actually stick in the memory. The only one 
that readily springs to mind is IK* - and 
although Final Fight doesn't quite reach 
the dizzy heights which that classic basher 
attained, there's little doubt that it's 
going to stick in the memory. 



Jools Watsham 
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PREMIER MAIL ORDER 

n «■ aw on stand So 124 at the /rt Hit Com/ittttT Slum, liilc marked are not vet available and will be sent on 

da\ ofreh'itsv. Please send vlteqne' POi Avvess Visa Sti. uml expiry daw to: 

Depl UK) ST/05, Trybridge Ltd., 8 Buckwins Sq., Burnt Mills, Basildon. Essex. SSI3 IBJ. 

Please Male make and model »r computer when ordering. P&P inc. I K on orders over €5.00. Loss tban K5.00 and l ; .uro|K 

add £1.04) per item. Elsewhere please add £2.00 per item for Airmail. These offers are uvuiluhle Mail order onl>. 

Telephone orders: Mon-lri 9am -7pm. Saturday I0am-4pin. Tax orders; 0268 590076. Tel orders: 026S-5**07ftfi 
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3D Construction Kit 32.99 

3D Pool 7.99 

4DBoxing' 16.99 

4DDrivln* 16.99 

Afterburner 5.99 

AlrDuel" ,., 22.99 

Airbourne Ranger 9.99 

Alien Slorm" 18 99 

APB 6.99 

Arachnaphobia" 16.99 

Arkanoid2 6.99 

Assault on Alcatraz" 16.99 

BackIoIheFuture3 16.99 

Batman Caped Crusader 6.99 

Battle Command .16,99 

Beach Volley 6.99 

Beastbusters" 16.99 

Betrayal 19.99 

Big Game Fishing' 16.99 

Big Run" 16.99 

Cabal 6.99 

Crazy Cars3' 16.99 

Cruise For Corpse 16.99 

Darkman 16.99 

Double Dragon 3* 16.99 

Graham Gooch" 19.99 

Guy Spy' 26.99 

HeroQuestData* .. 9.99 

Immortal (1 Meg) 8.99 

I ndy Jones Atlantis-Action" 16.99 

JahangirKhanSquash 16.99 

Kmghtmare' 19.99 

Billy The Kid' 16.99 

BladeWarrior* 16.99 

Blue Max' 19.99 

Blues Brothers' 1699 

Brat 16.99 

California Games 6.99 

Captain Planet" 16.99 

Carrier Command 7.99 

Castles"..- 

ChaosEnglne' 

Cavadar 16.99 

Chase HQ2 16.99 

Chuck Rock 12.99 

ChuckYeager 16.99 

Codenamelceman(IMeg) 26.99 

Colonels Bequest (t Meg) 26.99 

Commando War* 16.99 

Conquest Camelot{1 Meg) 26.99 

Corporation 9.99 

Corporation Data Disc 4.99 

Cficket Captain 16.99 

Crime Doesn't Pay" 16.99 

Cruise loraCorpse* 16.99 

CyberconS 16.99 

Daley Thompson Challenge 6.99 

Darkman' 16.99 

Das Boot' 19.99 

Defender of the Crown 7.99 

DeluxePaint 39.99 

Deutros" 16.99 

Double Dragon 6.99 

DungeonMaster 14.99 

Emlyn Hughes 13.99 

Escape From Robot Monsters 13.99 

ELF" 16.99 

Fl5StrikeEagle2 22.99 

F- 16 Combat Pilot 16.99 

noiuvi L..t.i>. ( ... > t.. ( ,i,,t,i l , ll , 1 ,, ll « lll „, h 1 1 *yy 

Falcon Mission Disk 10.99 

Falcon Mission Disk2 10.99 

Fantasy World Dizzy 6.99 

Ferrari Formula 1 7.99 

FinalBlow* 16.99 

Final Fight* 16 99 

FirstSamurai' 16,99 

Fllghtoflhelntruder 19.99 

Flood 8.99 

Football Director2 13.99 

Ford G6 Rally" 16,99 

Forgotten Worlds ^. 6.99 

Fun School 2 (6-8) 13.99 

FunSchool2(over8) 1 3.99 

FunSchool2(under6) 13.99 

FunSchool3(5-7) 16.99 

FunSchool3(over7) 16.99 

FunSchool3(under5) 16.99 

Gauntlet2 „ 6.99 

Gauntlet3' 16.99 

oiizza«* 16.99 

Godfather Action" 16.99 



dWO si 



Godfather Adventure' 19 99 

Gods 16.99 

Golden Axe 16.99 

Gunship 14.99 

HardDHvin 9 99 

Herosquest 16 99 

Hitcnlkers Guide 799 

Hollywood Collection 14.99 

HongKongFuey 5.99 

Houndsof Shadow 7,99 

Hunter" 19,99 

IK+ 6.99 

Itcame from the Desert" 16.99 

JackNicnlausUnlimitedGolf* 19.99 

Jack Nichlaus Golf 16.99 

JahangirKhanSquash" 16.99 

Jimmy White's Snooker' 16.99 

Jungle Book „ 6.99 

Kick Off 7.99 

KickOff2 ^ 9.99 

Killing Cloud 16.99 

KingsQuest4 26.99 

Knights of the Sky' 19.99 

K02- Final Whistle 8.99 

K02 GiantsofEurope" 7.99 

K02- Return of Europe* 7.99 

K02- Super League' 9.99 

K02- Winning Tactics 5.99 

Laser Squad2' 16.99 

LastNinja2 6.99 

LastNinjaS' 16.99 

Leather Goddess 7.99 

Legend* 16.99 

LegendotBillyBoulder" 16 99 

Leisure Suit Larry2 26.99 

LeisureSuitLarry3 26.99 

Lemmings 16.99 

Lemmings Construction Kit* 16.99 

Lemmings Data Disk* 9.99 

LicencetoKill 6.99 

LineofFire , ,16.99 

Lombard Rally 6.99 

Lordsof Chaos 16.99 

LostPatrol ....16.99 

M1 Tank Platoon 19.99 

Magic Fly 8.99 

Magic Pockets" 16.99 

ManUtdEurope 16.99 

Ma5terblazer 16,99 

MasterGolf 19.99 

MegaTravellerl(IMeg) 19,99 

MegaTraveller2(1Meg)" 19,99 

MegaLoMania* 19.99 

Mega I wins t (...*.*..**.,.*.*,.» <,..„,*,*, 16.99 

Mercs 16,99 

Midnight Resistance 16.99 

Midwinter 14.99 

Mtowinter2 22.99 

Moonstone* 19.99 

Mud Sports 16.99 

Myth" 18.99 

NAM 19.99 

Navy Seals 16.99 

New Zealand Story 6,99 

Nightshirt 16.99 

Off Road Racer 16.99 

Operation Stealth 16.99 

Operation Wolt 6.99 

Outrun 6.99 

Outrun Europa" 16 99 

Pang u 1699 

Pitfighler2' 19.99 

Platinum 19.99 

Platoon 6.99 

Player Manager 12.99 

Police Ouest2 26.99 

Populous - 8.99 

Populous 1699 

Pobulous2* 1999 

P.P. Hammer 18,99 

Power Up 19,99 

Powerdrome 7,99 

Powermonger 19.99 

Powermonger Data Disk 1* 999 

Predator 6.99 

Predator2 16.99 

Prehistorik 16.99 

Projectyte 8.99 

Puzznic 16.99 

Quattro Arcade 9,99 

Guattro Sports 9.99 
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RType 

RType2' 

RaceDfivm* „ 



..... 



6.99 

-.16.99 



- 

16.99 

.., — ...26 99 

26,99 

....... 
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Rainbow Islands 15.99 

Rambo3 6.99 

RBI2Baseball 19.99 

Reach fortheSkies' 16.99 

Red Baron" 26.99 

Red Heat 6.99 

RtckDangerous2 16.99 

Rise Of The Dragon' 26.99 

RobinHood* 16.99 

RobinSmith' Cricket' 16.99 

RoboCop 7.99 

Robocop2. 16.99 

RoboCopS" 19.99 

Robozone' 16.99 

Rocket Ranger 7.99 

Rock Star Ate My Hamster 4.99 

Rodland' 16.99 

Rotator' 16.99 

Ruff and Reddy 5.99 

Run The Gauntlet 6.99 

RVF Honda 9.99 

Secret of Monkey Island ( 1 Meg) .... 1 6.99 

SegaMasterMix 1999 

Shadow Dancer 16.99 

Shinobl 7.99 

Shu Hlepuck Cafe 6.99 

Silent Service 9 99 

Silkworm 6 99 

SimEarth" 19.99 

Simpsons' 16.99 

Sinbad 7.99 

Skychase 7.99 

Smash TV'.... 

Space Ace 

Space Ace2" 

SpaceQuest3 26.99 

Speedball 7.99 

Speodbali2 16.99 

Stratego* 16.99 

Stnker Manager. 16.99 

Stnp Poker 2+ Data 6.99 

Stunt Car Racer ....„ 9.99 

Subbuteo 6.99 

Super Hang On 6.99 

Super MonacoGP 16.99 

Supremacy 19.99 

Switchblade 6.99 

Switchblade2 16.99 

SWIV 16.99 

Team Suzuki 16.99 

Team Yankee 19.99 

TeamYankee2* 19.99 

Teenage MutantTurtles 16.99 

Teenage Mutant Turties2" 16.99 

Terminator2" 16.99 

TheirFinestHour 19.99 

Their Finest Missions* 9 .99 

Thunderhawk* 19.99 

Toki 16.99 

Toobin 6.99 

Toyota Celica 16.99 

TracksuitManager 7 99 

Treasure Island Dizzy 4.99 

Triad Vol3 9.99 

Turbo Challenge 16.99 

Turbo Challenge 2" 16.99 

Turrican 7.99 

Turrican2 16.99 

Typhoon Thompson 699 

UMS2{1Meg) 19.99 

Utopia" 1999 

VirtualWorlds 19.99 

Viz 1699 

Walker* 16.99 

Waterloo 7,99 

Wheels of Fire 12,99 

Whizkld" 16,99 

Wild Wheels' 16.99 

Winning Team* 19.99 

Wizzball 6.99 

Wolf Pack" 19.99 

Wonderland 1999 

World WrestlingFed' 1699 

Wrath of the Demon 1999 

Xenomofph2" 16.99 

Yogi + Friends 5.99 

YogisGreat Escape 5.99 

ZOut 1399 



SPECIAL 
OFFERS 



JAMES POND 
NOW ONLY 

£9.99 



E.A. SPECIAL 

OFFERS 

ONLY £8.99 EACH!! 

Powerdrome 

Ferrari Formula 1 

Hounds of Shadow 

Swords of Twilight 



KICK OFF 2 
NOW ONLY 

£9.99 



GREMLINS 2 
NOW ONLY 

£9.99 



FALCON 
NOW ONLY 

£12.99 



JOYSTICKS 

Cheetah 125+ £6.99 

Quickjoy2Turbo £9.99 

CompProExtra £14.99 

Quickshot 3 Turbo £9.99 
Quickjoy 

Jetfighter £10.99 



BLANK DISCS 
UNBRANDED 

10x3.5"DSDD £5.99 

20x3.5"DSDD £10.99 
50x3.5"DSDD £23.99 
100x3.5"DSDD £44.99 

BRANDED - TDK 

3.5" DSDD £1.25 

EACH 



REVIEW 



When there's something strange in the neighbourhood, who ya 
gonna call? Some guy called Leroy, apparently. 



MONSTER 
BUSINESS 

Eclipse 



PRICE 

£19.99 

OUT 

NOW 

GRAPHICS 

rfiffil 



SOUND 




O DURABILITY 



f* 




PLAYABILITY 



OVERALL 




LEROY STARTS 

EACH LEVEL at 

the bottom, and 

works his way up 

the platforms. 

Diagonal surfaces 

arc particularly 

tricky, as once you 

start to slide 

down, there's no 

stopping until you 

reach the bottom. 






MR. BOB HAS A PROBLEM. As owner of the largest construction company in Tin Town you'd 
expect him to become pretty peeved when his workers are prevented from doing their jobs, 
even more so when he can't do anything about it himself. You see, his building sites have been 
invaded by the Mad Meanies, a group of mutated monsters that 
until now have been content just to terrorise the local forest 
population. 

Fortunately for Mr. Bob, each city that is home to one of his sites 
also happens to be home to a branch of the Beastie Busters, an 
anti-meanie task force, run by the legendary Leroy. Leroy's task is 
simple, enter the sites, clear them of monsters and return the 
worker's tools to their rightful owners. 



THE MAIN TROUBLE with Monster 
Business is that the sprites have 
obviously been designed to be 
cute (big eyes, silly expressions) 
but unfortunately don't come off 
that way. Instead you just get the 
familiar 'seen it all before' feel 
and consequently your 
expectations of the rest of the 
game are somewhat lower. The 
idea of inflating the monsters is a 
pretty good one, eliminating any 
of the potential gory scenes that you 
could have got from a construction site, 
making it particularly appealing to the 
younger generation (who probably 
wouldn't be expecting so much from a 
game 

Mostly 

forgettable 

platform 

nonsense with 

possible 

youngster 

appeal 




TO CLEAR EACH 
SCREEN of monsters, 
Leroy has to literally 
blow them up. His 
specially-adapted gun 
pumps each mcanie 
full of air. until they 
just float away. While 
airborne, a monster 
can be pushed into 
others for bonus 
points'. 



THE MAD MEANIES (really, that's 
what they're called) come in all 
shapes and sizes, mutant birds, rabid 
apes with pneumatic hammers, 
cuddly green monsters etc. Rut don't 
be fooled by their cutencss, come 
into contact with any of them and 
Leroy discovers what inflation is all 
about himself. 




MOST OF THE SCENERY is just (here to 

be jumped upon, but if you find a crate, 

chances arc there's a bonus inside. The 

best of these is the super jump 

(represented by a syringe), allowing you to 

leap tall buildings with a single hound 

(well, almost!). 



anyway). 

That's the 

feeling that 

you get 

throughout 

Monster 

Business, 

that if s 

aimed at a 

younger 

audience 

and I 

suppose from that point of view it's not 

such a bad game. For the rest of us 'older* 

gamers there are plenty of better 

products to spend our money on. 



Paul Presley 
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It was big on the Commodore 64, it spawned countless imitations, but it 
never made it to 16-bit machines. Until now, that is... 



REVIEW 
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ARMALYTE 

The Final Run 

Thalamus 
PRICE 

£25.99 

OUT 

NOW 



GRAPHICS 



ARMALYTF 
OWES A LOT to 

Oilier notable 



yft®$#* 



*hooi 



cm ups 



such as R-Ti'i'v 

and,.* erm.„ 

Jt-7Vpt2.Take, 

for example, the 

collective 

firepower feature. 
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IF YOU'RE THE KIND OF GUY that 
thinks Arnold Schwarzenegger is a 
fairy, can eat four Shredded Wheat 
(without milk) and could take on 
the entire Chicago Bears American 
Football team with one hand, then 
you're probably tough enough for 
Armalyte. This has to go down in 
history as one of the toughest (and 
consequently, most unplayable) 
shoot 'em ups of all time, not just 
because of its difficulty either. The 
strange vertically scrolling screen 

doesn't help much, as it usually hides 

another wave 

Harder than 
Chuck Norris 

- and about 
as much fun 



to play with 



of aliens just 
waiting to be 
crashed into. 
Three lives 
aren't nearly 
enough to get 
even a decent 
distance into 
level one, the 

collision detection is, at times, a might 
odd, the inclusion of bad bonuses just 
helps to confuse things and the end of 
level bad guys... well, if anybody ever 
makes it onto level two, I suggest he gets 
the lead role in Terminator 3 and does all 
the stunts himself. Cosmetically it's fine, 
especially the title music (which 
unfortunately is let down by the 
seemingly unsynchronised sound effects), 
but the good looks just don't do enough 
to save the day. 



Brian Nesbitt 



YOU ALREADY KNOW THE 
STORY: an alien empire (known 
as the Aala, for what it's worth) 
threatens Earth - Earth sends out the 
Armalyte Force (hence the name!) to 
put a stop to this - the Armalyte Force 
is annihilated - you survive (in your 
tiny, but hard, spaceship) -the Earth's 
future is now in your hands... 

Okay, so the plot's a little short on 
originality, but then who really needs 
a plot for a shoot 'em up? All you 
really need is a good-looking ship, 
nice backgrounds to fly along, hard 
enemies (but not too hard mind) and, of course, the 
occasional surprise. 

So, does Armalyte have all of this? There's only one 
way to find out... 



I'MH'l 



£ . * 




OVERALL 




EVERY SO 
OFTEN, you'll 
come across a 
floating green pod. 
Shoot it and you'll 
cither release a 
deadly homing 
missile or you'll 
receive a bonus in 
the form of extra 
weapons and the 
like. 
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WHAT IS THE most annoying 
thing about the ST? You can 
only play games against one 
other person. What's the 
second most annoying thing 
about the ST? Having to sit 
and watch someone else play 
a game because only two 
people can play at once. 

But now all that could be at 
an end if you manage to get 
your hands on these brand new 
four-player packs from 
Tecnoplus. Each Team Sports 
pock contains: 

• Four Quickshot 
Joysticks 

•A Four-Player 
Joystick Adaptor 

• Pro Tennis Tour II 
(four-player version) 

•Man United Europe 
(four-player version) 

And we've got two of these 
packs on offer to the readers 
who can answer this question: 

With which of these 
things does the 
number four best fit? 

a) Slooqei 

b) Seasons 

c) Wondan Of Ttw World 



A TEAM SPORTS 
FOUR-PLAYER PACK 



I 



I 



Even if you aren't one of our 
two lucky winners, you may still 
be in with a chance of picking 
up one of our 1 runners-up 
prizes, also from the Tecnoplus 
range: a pack of 10 blank 3,5 
inch disks which each comes 
complete with a copy of 
Gremlin's Super Cars. 

LOADSA 
NEW STUFF 

And why this sudden fit of 
generosity? Because Tecnoplus 
is about to relaunch its range 
of add-ons, thaf s why. We 
reported the initial launch of the 
range of add-ons plus software 
back in Issue 30, but now we 
can fell you that the new range 
is even bigger and better. 



Included in the new line-up 
is the Team Sports pack las 
given away in our 
competition) for £39.99. The 
existing range is still available 
and includes; a mouse and 
Mindscape's Captive for 
£34,99; and an external disk 
drive complete with Core's 
Corporation and Anco's Kick 
Off 2 for £79.99. 

But even if you think that all of 
those items are a little too 
advanced for your current 
needs, you may still be 
interested in the new 5tarter 
Pack, which for a paltry 
£29.99 includes a copy of 
Mandarin's STOS t a dust cover, 
a mouse holder, a mouse mat, 
a joystick, five blank disks, a 



'file-a-disk' label set and a copy 
of Gremlin's Lotus Turbo Esprit 
Challenge. 

You should be able to get all 
of these from good retailers, but 
if you have any difficulties or 
you want to find out about the 
rest of the range, contact 
Tecnoplus on (0604) 76871 1. 



Send your entry on „ 
bock of a postcard^ 

seal 
wv 

address to: 

The One for ST Gome*, 

Priory Court, 30-32 
FarringdonLane, 

London, EC1R3AU- 

3 Entries must reach os by 
■ (Sober 25th 1991. 
■;. The Editor's decisions 

final and no 
correspondencew.il be 

entered into. 



ondrebtions thereof) I 

ErMP Images, Tecnoplus, 

or their ossoc.ah 
companies may not enter. 
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AGLE 

FTWARE 



118a Palmers Road 

New Southgate 
LONDON N111SL 

10 im -6pm 6 days -B lines 

Tel: 081-361 2733 

(Faxline after 6pm) 

VISA 




TOP TITLES 



ST AUQA 



3UPc3 



ST & AMIGA BUDGET TITLES UNOER £10 



39oog« 

MWbJTOT _,__,..._...„.„,. 

ManoUII __„ 

BU - , „ 

Bartmanll 

Bar™ CaperjCuadar ™ 

BeatflVrJfly 

Bood **ey 

Catd lAmgaonjyl ^ rttata _ 

Crffom* Gamaa „ 

Corn* Cornmand « w ™™ 

CentrrHoWSojeni 

OoxJKirgtom 

Colorado .-,-,™- 

Coloaau* Ch« j t ., WMi ,. 

Ccmnamai Cro* „ 

OwyCan 



£7» nrtMyWOUaoy UM 

£fl99 Gaunteill £&» 

££93 Hard&wt' M ££» 

£6lM WHW) Gmde toGaTaiy f£98 
1890 toiBKcnoPhcwy .__„ ££98 
£6.99 Hoaiagea ■ £6,90 

tt» «• £698 

£698 fcnpojuwe hftaaw H _ 1688 

UM Jra Pond _ £6» 

1599 tirJGtata „ £fi99 

"39 Ktf £699 

£*99 Ust Hnja II m _ 

U99 Lombard RAC Ra*y _ 

££99 bfcterf Ja&atn Wxrr**.* 

£656 KwZeafcnrJStty 

£6SBNcrti&Socutl 

£799 Om Run 

£699 Oparafo*WrJ_ 

£6S6 PaMinrjShd 



Rsad Blaster .*™— i . 1&99 



£699 
£699 

am 

£696 



R-Typa 

FtoTheG*jnl«l„_ TttiWlt 

SD t 

^adowtffteBeael t 

Swr*nM4 _ 4 

3*Jffle Puck Cafe , 

ay Chaw — ~_™ 

Speedbal 

9ryi ■,■,„,,«, 

Super Hang On _ 

TTunOwWit _™ 



£699 
£499 



. £6» 

.££98 
SS9D 
£3® 
£b^ 
£6 99 
£&» 
i£99 

.£9.99 
£699 
£699 
KM 
£6.99 

.££.99 
£699 



Defender o\ t?e Ou*n 

DefollheEarti 

Deluxe Strip P*ar ^ 

CojtieI>ap^n 



™- — £699 Aden Pant {frrugaOnty) „ £799 



Htf Mag Upgraoe * do* H'A 

1 Meg CnM NM 

30 Coufrucbon Krl „_ £2939 

40 Spau Bating .. . . £1699 

688 Soft ABec* £1690 

A1 0T« Kfer £21 99 

AcicnSijAMI MM 

A.DA —,—»«.,< £1SJS 

Atom £15» 

W*i Storm £1699 

AJEtfttWMi £1SS6 

Ml«radOesmy taMM H'A 

AmaznQSpteman E1&99 

Amos 3D ™™. N/A 

*w» CcrnWar , N/A 

AiwTheOealer K/A 

MTKUjKWcn ^ £1599 

ATFfJ w _ £16.99 

Bar* to toe Future III £1599 

BarttotheGdteiAoe £1699 
Ban* King ol Arte Oina £2199 

Batf* Tab III £1699 

BAJ _„£2299 

Bane Ow m £1599 

kirieChewll ^£1699 

Baflifr Command £14 99 

Ba1teHawkl942 ...... £1699 

ftitteMfltfar ™£1999 

Berayal ... „„ ,.„,. £19.99 

f*3 Rtfi £1699 

Bl andT«r*Adv«nfcrt h £1699 
BAM Simulalor II _ M £1699 

BJlylfieKjd £U9& 

Sue Max „__„JtB99 

BonftarBob p £1699 

Bran Bialer t „„ mw .„ Irt.99 

&* , w „„„„„„^ £1699 

Bui* Rogan £19® 

CadMf £1699 

Cdflavff hftpeyrff £1038 

Catij^r - the Ual So«*«r £t099 

Ca(fc»„ — ST59B 

Citdiao^ _£17ffl 

C*rveUp „„„ -£1598 

C#caGT4 Rally £1599 

CEntufai £1699 

ChaoaSlrtaBadi £1699 

Campion of Ihe Raj £1699 

Oaw HO £14.99 

Chaw HO II ™™ £14.99 

Oirto's ReroQe ™ £1699 

Oi«Chatenge M £1696 

OuxARo* „.«^^^£1699 



B999 

£1999 
£3699 
£16» 

£1699 
£21 » 
£J6tt 
£1999 
£15» 
£16.99 
£1599 
£2199 
£1599 
£2199 
£1999 
0849 
£1599 
£1 6 X- 
£1599 
HUB 
£21 » 
£1699 
£2299 
£1599 
£16% 
£14 

hub 

£19.99 
£19^ 
£1699 
£1699 
£16.99 
£1499 
£19=6 
£1693 
£1699 
£1699 
£1936 
£1699 
£10® 
£1099 
£15,99 
£ 17.S6 
£1S99 

£1699 
£1699 
£1699 
£1496 
£1499 
£16% 
£1699 
£1699 



TOPTTTIES 

Ou*Yaagar»AFT 

CTlAjrComtal 

Cwte Name White Shad 

Cchort - 

Cddtt-, __„« 



ST AMGA 
£1699 £1699 

£2093 £2099 
£23£e£2J99 
£2099£?01W 
£1999 £19.99 
£10.99 £1099 
£1699 £1699 
£1691 £1919 



CofTxraKrt 

OimtWa-a *_ 

Ouw t& a Corvee .*„ 

OystittofArbcraa £1699 £16» 

Cybe^Ccnlll £1699 £1699 

DaAman ^ £15.99 £15« 

Dai Boot™ £2199 £21 99 

DayitfThjuMr £1599 £15ffl 

Dwwi* ^ £19» £1999 

DMm _,_,_. 11699 £1699 

DoiWe fraow II £1699 £1699 

EtagonWan — «.. £1698 £1699 

tXKfcTaiajO/csl £1698 £1699 

Elf — ™™ £1599 £15.99 

BwnttsifmiotDaA.. £2l99£2i.96 
BvinllJav«o(Carbanji £23 SO £2399 

EpiC , £14.99 £1499 

EuroSuparteague £14.99 £1499 

EyedWBehoM* ^^ £19.99 £1999 

FHTomCtf .... £1699 £1639 

99 F15S«ehT^ell £2199 £2399 



TOP TITLES 

Harpccn (1 Wfttf ™ rt4J 

Ks** 

Hero's diasl (» Uetf ta 

Hwtfs Ojosi (GrmiW ., 

Mil 3rM Bb« 

HorwAlcne..- , 

HOTvZomNee 

HwfcnHwA ., 

Hurtir™ 

rnmcrl* ^ 

rnpmjni „„.„ mM , w 

hxSanapda 500 

IntewBcr 

Iran Lord ^ 

warraa mm-* \ 

Jec*u*TiiedC»parl.... 
JafanQr Khart Squash 
Jnwny wrneft WtWi **rd 

K<AOflir(iMeq) 

Kit* OH 



fraaaiNirja 

ST AMIGA 
. £15«£1999 
„^HB9B£1999 
£21»£21S8 
£1699 £16® 
£1699 E16» 
Wk £23» 
£1699 £16® 
£1599 £1599 
£2099 £2096 
£1599 £15.99 
£16.99 £1699 
£1699 £1696 
£^£39 £2699 
£15=8 £1599 
£1499 £1499 
N-'A £1099 
£1699 £TGS9 
£f6S8£l699 
£16S© £1699 
ilL-S £1Ufl 

ka ciaaa 

£9J9 £5* 



ES99 Rahxn _^_„, £699 

£699 PredWr „,„ £699 

£699 Ramto «..,„, £699 

£696 RedHM £6S 

£699 Raaduton 101 £699 

TOPTFTl£S ST AUQA 

Mcrtey bland „.£1S99 £1599 

Ua*<* WanOH E1699 £1699 

Iftriaf 



TODbrf « ^™™ 

TVSfOrtsFoolOll 

VS i*it* 

Watrt» „ 

Wn(p of Fury „_, £699 

»t*8l« « £699 

WCUndertoanj .£693 

Xanoi II -™*, « £699 

Z£rt I ^ Mw £699 

Zork II £699 

Zork III „ 



- £1699 £1699 

£1699 £1599 

£1699 £15.99 
121.99 £21.99 
£14.99 £1499 
£14.99 £1499 



£1699 £1699 
£14.99 £14.96 



Fl6&™baiRlrt^ 
F117A 5ieallh fighter ... 

F1 9 Stealth filler 

F29 Relafiator „ JJtUJ _ 

Falecrf Aftflrm tAtfrtjre) 
FatedAHinuWroirJe) 

hjjca Urta „ , ft 

HntfBtoir A 

Find Oonid «« 
find F»gN _„ 
F%i^F»sW .*_ 
F«iwruap m „ 



Rgnitfr.* Intruder ._ 

Fore Ray *^„ 

FubntBautal ^ 

Qfcrtalll^™™^! 

Ge«a 

GenjhisKhan 

Banaturg t\m 



£1699 £1693 

£2199 12199 

£1999 £1999 

£1499 £14.98 

N/A £1799 

hVA £17.99 

£1699 11699 

£1693 £16 99 

£1699 £1698 

11693 £1699 

£16 » £16.99 

£9.99 £9.99 

12298 £#99 

£1599 £15% 

£1699 £1693 

i-i-ff £1U9 

£16.99 £16» 

121 . 99 £21 » 

11399 



(5Meg3 

KidiOfTWnrtngTa*»« 

WingCtoud £1699 £15* 

Kjlirq Game Show £1 699 £1699 

ftnga OueatV mttm £2699 E26S6 

Kn<gNoftte3v £219912199 

UsIHflfelli £16.99 11699 

LaiaureSurl Larry Ul £2599 S2ifi 

Larmiriga .£1599 115.99 

bneofFra. £i 699 £1699 

L**Daati £2098 120.99 

lo&& £1699 £1698 

LoalPaW £1459 £14.99 

LoteEip* £1698 £1599 

LduaTtftoCMargal J.ir ; ^ £ig:« 

Ml Tai* flaloai £i9»£l998 

UadPrtfaaMrMviany . £15.98 £1599 

MagnrtcScnH £199911966 

Man uld Europe £169911699 

MBlafGcfl £2398£2aS6 

MtflPtn -„.., _. £1699 £1£W 



Myfi 

Nam 196&1975 

Hare ™™_ 

tavvSeaii 

NawararrinQ Story *l £1699 £1656 

IfQhteh* _ £t6» £1699 

HrfaRemu .,.„ £R99 £14.99 

*0 «. £1599 £1699 

Oparaton 5te«rh £1699 £1699 

OwawnThiftfertoll . W £U39£14 99 

a^ji&^ofe * 

Pang _»__,_. 

Panu KkWwg ^ £1699 £1696 

PGAGoHToiT HM £1699 

Ptftftfar ( 116E6H699 

Pto"'HQ »~™ ( £14 99 £1499 

Poputo*SfnCny £219912199 

PdmTxum ._„ £1899 £1699 

PnrtattfM — ___ £1599 11599 

PPHarmaf £1699 £1699 

ftahiifci* » ^£1699 £1699 

ProFIgM 13399 13099 

ProTarniTcull £1699 116^ 

Pnrca of Par* ^ £159911599 

^2STK £1499 £14* 

RaftWTrton EZ499U4.98 

RartbCMf blana M- £U9G £14.99 

H 61 2BasetaJ £2099 £2099 

te*fla - £20J» £20.99 

Red Baron — £23.99 12199 

Renar^fCorfrop Hart ..£14.99 11499 



TOPTTTUS ST A19QA 

SmatfiTV _^I1S9BE1&99 

SpaceAca ^ £2699 12693 

SptdGun m 11699I1S99 



M Danrjaroua I 

floftnHrjod 

Hotectf — 

Rotocopu 

RodUnd .. 
Rtfn' Rmny 



...£1659 £1699 
.£16.99 £1699 
« £1199 £1199 
..£1499 £14 99 
..£1699 £16» 
£1598 £151 



W^jtflilaland , £169911699 R-TypaH £1699 £1698 



Gcd> 
GddenAxa — » 
QcHffShd .„„.»„. 



Graham GoohOcfc.tf .. 

Grand Pru 

&jnfcM.. lt .„ 

GunshpOTO^ 

Hard Oivin II _„, 



£i599£15» 
£1699 £1696 
H59B £1699 
£2199 12196 
£2;iSe£2393 
£2198 £2198 
£2199121.99 
£1593 £1599 



'I 

Mopa-Lo Maria 

Mar*enlCataiy ... 

Mera. 

MeiJ Masters mt „ 

MHilM.ttnr 

MrinigH Rasi5tax? 

•Atom* . 

MrJwnlerJI 

Mg?9Fubwn 

MocraMiafl8(in , 



120.99 £2098 
£2098 £2098 
£201912091 

11699 £1698 

ET69B EI648 
£169911699 
114.99 £14 99 
£1998 £1999 
1239912399 
1219912199 
115.99 £1&9B 



Sdvoge Empra „^„„ 

Seorttf ^eSKvBluea 
9iarJoivDarKar 

frataflofiheBeastll .. 

aadowWamor 

34#nSer*i»i| 

SmEarti 

Smpoone (5 Mag) 
Smpuna (1 Meg) 



£1999 £1999 
121.99121.96 
11699 11699 
11698 £1999 
114.9911498 
£2199 £2399 
£1699 11699 
£1699 £1596 
£1599 £1599 



MIND GAMES on Jy £1499 
Auii«ttt. Wim ana a^M m Eunpt 



»orOe „ £1699 £1699 

9al & Cfcettonei £l699£1t» 



SpmQueallV ^ £26.98 £2693 

3pee<H»Jli £1556 115 93 

Spnl of EiMlbur £2099 £20.99 

StorConrt „„. N/A £1796 

ftarTrafc V — E1699 £16.99 

nralago £i?99 £1799 

SWarll , £1599 H5.99 

^pftfCa^lf ™_™£15»£1599 

9jwMotkoGP_ „116» £1699 

Sapar Off Road Racing .. £1599 £1599 

uj pr Space Invadtti £2093 U0& 

Sjpramacy £2099 £2099 

S*ip — — ...£1699 £1699 

Swlcfi asde if 11698 £1599 

SWIV „ £1599 £1599 

Te^Suurt^ £1689 £1599 

Taamranfcee £19.99 £1999 

TermrtalOf II „_ £1499 £14 99 

Teal Drive III.™ — ™£1599 £1699 

Th*rFin«1HM £19.99 £1999 

Th«rFfi«!W«icn -,£19.99 £1998 

ThjrxJerh^*AH"73M £2199 £21 99 

Thunder Jmm -, SI6AB £16.» 

Tott ^ ,^ t ^„..£l499 £14.98 

Tcrvafrtw Warner £1599 £1599 

TdalRacal ™£14» £1496 

Toumamenl GoR £1699 £16.99 

Tumcanll„__„ £1599 £1596 

unmaM<r1tanr>effni ... £2099 £2098 

Ullima V „*»£19B9 H996 

UtimaVI ™« £20»£209G 

LWwnrte Rrte £16.90 £1698 

UMS II Ptanel Editor £2199 £22« 

Uxfcr Prwauns £1799 £1799 

UiRoal .♦„_ £1699 £1699 

UNSquaoron £1599 E1599 

Lrttuchattes ™ £1499 £1498 

USSJohnY<xng £1699 £ifi» 

Utopa £2099 12098 

Vender* k CI699 £1699 

WartockNjAwigar £1499 £14.99 

War Zona _ £1598 H5.9B 

vmie Deaf, (» Meg) £1999 H9.99 

MdMiadl £1499 £14.99 

WfiflCommanrJarll £1999 11999 

WiKij ^ £1496 £U.» 

Wc*fpec> — fW ^„™ £19.96 £1999 

WonrJertand £19*99 £1999 

W.Wf. M _ £15.99 £1599 

Ziltraj __„,^ , £ifi99 £1999 



ETJTIOMOWoftiyII699 
; Dmm &%&r t Xmwt Q&rtn Wng and Dhwn 



WHEEU OF FIRE only £1199 
Hard DjW. OettHO, Po*mn ard 
TtfDeOiKm 



POWER UP arfy 11699 
*wee fiaast Rwt» Vnx % Oil 
f>4aa MQ 4 TuMtan 



TEST DRIVE « COLLECTION 

AMIGA only £2199 
Hj km Cim, CaHlcru OMargt. 
Bstpw Otfanp*. Owl. Sbpftr Cam 



CHALLENGERS ort* £17 J9 
Kw OH S*ar S*i. Rgni* B^b» t 



THE WWNMU TEAM ooly£1fl.» 
Vfdeaim. O^nrhan 



FUUBU5T<wly£17J9 
H7 T Cvnar CoTmrO ma F*nn Fottu* r^i< 



BIG BOX wty £1198 

Captftn Scoc T* nn tr tna llo^.Safan <kr% 

reanaatCXaan. Butoen^ ^JT^S^^rr cwrt 



PREQOUS «TAL oniy 114 M 

Wr«r, C*pr*r B«< &» Cvt tno Arti^^o 



RJGKT COMMAND orty £1 L W 

U«a«». S^t F« wo S»ry Onaa 



PLATWUU onty£16J8 

*>cu*amjO«T 



MAGNUM 4 Orty £17.98 

tfWww. Dame Qraocr\ Cbrafcn W»l, 

and aittan Ca^tf Crui 



POWER PACK only £U» 
X»w 7.1V Spoil to** StaMr^ aw 

UrTO*rOR*h> 



TNT only £15.99 

IfenS Own, AP6 Yfootl loctn 

andDnen5|>n 



VRTUAL WOHLD3 cri^ £ffl« 
&i'« . Tout bam Cmii ytnr. Tna Dypt 



DOUBLE DOUBLE BU 

AlKAonly£22J9 

Tvtorn htftai, UnB f <na K*ng Sun. 



UGHT FORCE orty £ 14,99 
BoOjio^g*. K-, Voteper andR*Tf» 



MOLL YWOOO COLLECTION My £1699 

AaboC«. fJ-an^em ?. ^rtiranhn* 



BIG DEAL on h/ £2199 



R5TOFFURronly£16J9 
Drnvrtia ixa . Sntndx, Hnfa w*rcn h 
OqlOi Drioen a 



VRTUAL REAUTY 1 enry 121 .99 
UMnw. C*fr* CVTrnanft Sun Car Racer. 



ADDICTED TO FUN RAINBOW 

COLLECTION only £13*99 
Hm imtrc 9*y, hOMSottftt 
R?*t»« taaica 



HSO£S onry 116J9 
■vtanvt i RuTvv>e Man, Star 'Win 

and twee*** 



Please make cheques and P.O.'s payable 10 Eagle Software , P+P is included In the UK. Orders under , 
£5 please add 50p P4P per Hem. Europe: please add £3 per item. Elsewhere add £4.00 per tor 



VttTUAL REALITY 2 only £17.99 
Vn* Srtnal. Wa« DrwTa. Hautjw 101. 

TMu'Trlirtrni 



jm. 



n the liile yo uwani is not listed please phone for prices. Free catalogue now available- please phone Address: 
or lick box. 1 " 
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Strapped for cash? Need loads of software? Then look no further, as 
Jools Watsham picks out the goodies from the bulging budget bag. 



POPULOUS 



Star Performers 
£10.99 

THERE ARE ROUGHLY 56 MILLION people in 
Britain - and if Electronic Arts ts to be believed, 
there are only three of them who don't actually 
own a copy of Populous Still that hasn't stopped 
the same company from re-releasing this 
incomparable classic on budget label 
So, iryouVe one of the three, then now is a 

perfect time to rectify 
this situation. And 
you'll probably need an 
explanation of the game 
too, so if the other 

55. 999* 997 °f V ou could 
bear with us... 

Populous gives you 
the ultimate role as the 
ultimate being, with 
hundreds of little 
people and a whole 
landscape under your 
control Well not quite, 
because there is 
another rival ultimate 
being who also has lots 
of little people under 
his control and also has 
a stake in the land. 
Well we can't have this 
can we? Two ultimate 
beings? An insufferable 
situation, not to 
mention a logistical 
nightmare, 

The only way around 
this problem is to get 
your own little people 
to totally overrun the 
land. Providing they 




have plenty of level dry 
land on which to settle 
they'll build houses, larger 
buildings, and eventually 
castles. With this done, they 
get down to the business of crm... reproducing 
You can help your little chaps and chapesses 
along with the occasional 'act of god\ The acts 
you can perform range from the simple raising or 
lowering of land through earthquakes and floods 



. ^wi 




10 causing complete Armageddon, But before you 
can start firing off earthquakes left, right and 
centre you have to build up enough power - but 
this directly depends on the size of your 
population, which won't grow quickly 
unless you help it along... see the 
problem? 

Once things are progressing nicely 
you can create a few Knights and send 
them off to start beating 10 types of 
hell out of the opposition, then follow 
this up quickly with hordes of your 
people in an attempt to overrun the 
place (a bit like German tourists, 
really). Then it's time to do it all again 
with the 499 other worlds. 

A must buy from a developer 
(Bullfrog) lhat bothers to write real 
games rather than money-making 
dross. 



. 






ARCHIPELAGOS 



obelisk... 
still with 
us? 



Pocket Power 

t799 

THERE ARE SOME GAMES 

that are easy to 
categorise - shoot 'em 
ups r beat *em ups, 
arcade adventures and 
so forth - bui 
Archipelagos can only be 
described as 'weird'. 

If you check out our original 
review in Issue 7, you'll find out that 
Archipelago means a collection of 
islands. Archipelagos is a bigger 
collection of Islands, over 10,000 of 
them in this case, and all of these are 
waiting to be conquered by you. 

Hie main island on each level is 
home to an obelisk which must be 
destroyed - this is achieved simply 
by clicking on its square. But that 
can't be done until all of the stones 
on the islands have 10 be destroyed 
and these can only be destroyed if 
they re on the same island as the* 




So how do we get 
them (here'* Simple, 
by making land 
between the two 
islands so that 
Uieyjoin up. This 
ts achieved by 
clicking on areas of 
the sea to generate 
and, but it requires 
energy. Where do you get 
energy? You absorb it from the plant 
life on the Islands. 

So it still sounds simple. Well it 
isn't, because there are also a few 
enemies to hinder your progress, for 
example the wiggly wisp-iike lost 
souls, which must be avoided at all 
costs (they kill you if you come into 
contact with them). Even nastier are 
the blood eggs, which can demolish 
your bridges of new land. 

While this is evidently a thinking 
man's game, thinking Is something 
you don't have a lot of time to do 



Hang around for for too 
long and the trees begin to 
creep towards you, getting 
closer and closer, until... 

Of the game's 10.000 
levels Iphewi). 100 were 
put together by the 
programming team and 
they get progressively 
harder The remaining 
levels are computer 
generated, so they could 
be all completely 
Impossible or a complete 
walkover, you just won't 
know until you try them! 
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CHASE HQ 



SHADOW OF 
THE BEAST 




OTHER RELEASES 

A.T.F. 2 
Action 16 

<£7.99> 

BAAL 

Sizzlers 

(t799> 

BAD COMPANY 

Pocket Power 

(U99) 

CAPTAIN FIZZ 
AND THE 
BLASTERONS 
Sinlers 

(£7-99> 

EYE OF HORUS 

Pocket Power 

{L2.99) 
F.O.F.T 
Mirror Image 

(£9.99) 

IRON LORD 
Action 16 

<£7-99> 

KING OF 

CHICAGO 

Mirror Image 
(£2.99) 

MENACE 
Sinters 
<£7-99> 

PROSPECTOR 
Pocket Power 

(£1.99) 

QUADRALIEN 
Pocket Power 

(£2.99) 
STAR BLAZE 
Pocket Power 

(£2.99) 

STAR GOOSE 
Pocket Power 

(£2.99) 






ST ARRAY 
Pocket Power 
(£2.99) 
VOYAGER 
The Hit Squad 

(799) 




The Hit Sf[tiad 
£7.99 

THIS CLAS5IC COIN-OP is si 

gobbling »op pin 

voraciously as ever (at 
in my local arcade it is) s 
this is a true mark of its 
staying power then This re- ^ 
released conversion should 
do very well Indeed 

The Idea Is i" ra C through dK Mreets o, 
and smash the hell out of particular cars thai 
carrying criminals on the run. A meter ai the side or 
[lie S reen indicates how many more hits are needed 

op the fugitive, This ma* sound simple, but 
Obstacles sudl as (313 and winding roads are a hazard 
(0 '>ur progress. Not only that you also have a time 
limit to find the car and then another time limit to 
stop 11 - it's a tough job, but somebody's gotta do w 
Each stage gets progressively more difficult with mon 1 
obstacles ^t\ faster cars to chase. 

Despite the simplistic graphics, this conversion 
been nicely presented, and still includes most of the 

i -ops payability. Definitely worth a look 
especially for lovers ol high-speed action. 



Stnfen 

£799 

SHADOW OF THE BEAST 15 

really a tribute to the sort 

of technical wizardry 

capable with 16-bit 

machines — which makes it 

the perfect program for retailers up and down the 

country to have running in their shop windows. However, 

this obvious technical excellence Isn't exactly matched by 

similar playabtlity 
The plot casts you as a mutated hero out to get 

vengeance against the Beast Mages. The action begins 

against horizon tally-scrolling and beautifully detailed 

scenery, populated by a host of assorted mutated nasties; 
black lagoon monsters and giant wasps, to name but two. 

To begin with, your only defence against these horrors is a punch or flying kick, 
although there are weapons (including laser guns and power punches) to be collected 
at later stages, A limited puzzle element gives some relief, but it's mostly combat that's 
required to get the player through each section. 

Each of the five stages has a different impressive backdrop, while this 
graphical effect is complemented by some stunning music, resulting in a 
credible mystical mixture. 
This re-release gives you 
a massive 77 per cent 
saving on the price of the 
original package (this time 
around, you don't get the 
big box or Roger Dean T- 
Shirt). which makes ft 
almost worth having just 
for the pretty graphics and 
soundtrack. Be warned 
though, it's not going to 
stun you with Its 
payability. 
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ARCADES 



Turn up f jack in, drop out —John 
Cook files a special report on how 
Virtual Reality could be changing the 
face of arcades as we know them! 



ALONG TIME AGO, in a galaxy far, far 
away - well, It was Planet Earth in 
about 1980 actually - coin-ops were 
mind-blowingly, go bsmac kingly, 
brainfadingly, orgasmically wonderful. Okay, 
so they were in line-drawn vectors, or eight 
colours (yup - there were eight, count ent'l), 
not wildly sophisticated and the number of 




Make my dayl 

bits Involved could probably have been 
counted on the fingers of two hands, but 
baby, they were it! 

Wow! The amazing technology! Gosh, the 
astonishing whooshy sound effects, the like 
of which hadn't see the light of day since.,, 
since.,, well, the last Hawkwind album. Did 
we go crazy or what? Absolutely bananas. 
And y'know — in our wildest dreams, we 
thought that one day, just maybe, there 
would be something like what we were 
playing, but in the home! For under f-500 
perhaps? We lent on many a bar and agreed 



thai surely, blessed would be the times when 
this happened, 

Here we are F 10 years later, and we have 
cheap(ish) home consoles and computers 
with zillions of colours and suddenly, the 
arcades aren't quite so exciting any more. 
Well, it's been ,1 gradual process, as home 
Technology has caught up wilh arcade 
technology bit by bit (no pun 
intended, honest). 

Okay, so the arcade version of a 
game might have four zillion 
colours. But the home version has, 
say J2, Or 256. Or even more if the 
programmers have pulled a few 
technical rabbits out of hats. Maybe 
the sound is only four channels 
instead of six* Maybe the game 
speed is 10 per ceni slower. But 
considering most of us are half 
blind, tone deaf and lack the 
reactions of jet pilots -does it 
really matter? 

The advance of microchip 
technology has meant that the gap 
between the home and the arcade, 
for the average game, is no longer 
that significant So why go to an 
arcade at all? Many jusi don't - 
and that's why some operators are 
losing money. 

There is one bright light on the horizon, 
however, that looks set to establish again 
that technology gap between the arcade and 
the home thai used to exist - that used to 
lure the punters out of their armchairs and 
the money out of their pockets. That 
advance is Virtual Reality, 

This month saw the opening of the Worlds 
Firsi Virtual Reality Simulation Centre ai the 
Trocadero, in London's Piccadilly Circus - 
and if anything is r this is the shape of things 
to come. 




Camera view of Scree I Grid 
The Centre, slap bang in the middle of 
London's West End. consists of four linked 
Virtual Reality units - allowing players to 
compete against each other in the same 
game world. We've reported on this VR coin- 
op In the past few months, where you put on 
a iracked helmet and find yourself literally 
surrounded by a new game environment of 
graphics and sound. The result is mildly 
mind-blowing to say the least, but the True 1 
is the first public site where players can play 
against each other in realtime, in a Virtual 
Reality 

The game presently running on the 
hardware - manufactured and developed by 
the ubiquitous VR experts W Industries — is 
also something of a blast. 
Called Total 
Destruction 
it's an 
amazingly 
playble stock 
car racing 
game, where 
you drive around 
a flattened triple- 
figure-elght circuit 
against three other 
human drivers— as 

well as some 

^^^ Visitor* 

computer [n , he VR Rea „ Cy Centre 

controlled traffic [Yum the planet Zanussi, 
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world's 
first VR 

simulation 
centre 




That can 
get very 
aggressive indeed. 

In the Simulation Centre itself, while the 
race is going on, four ceiling-mounted 
monitors afford the waiting crowds a view 
from each player's car, while two 
others show [he best of the 
crashes and bashes around the 
track from a 'camera' view* All 
the time, this is accompanied by 
an amazingly realistic computer- 
generated running commentary - 
those in the know will recognise 
this voice as the much sampled 
Director of Software 
Development at W Industries, the 
normally quiet American, Dr. AI 
Humrich. Exactly how he was 
whipped up into such a vocal 
frenzy as is displayed in TD r the 
public shall never, thankfully, 
know. 

The gameplay is quite simple - with a 
steering wheel, forward/reverse shift on the 
left hand and normal accelerator/brake 
pedals on the floor. And, don't worry If 
you're feeling a bit aggressive yourself, 
bashing into the opposition is not only 
allowed, it's encouraged! 

Bash into an opponent enough times and 
he or she will spectacularly blow up in a 
fountain of panels. Tooootal Destruction!!!!' 
screams the commentator, but it's no 
problem really. If you're the victim, your 
view changes to a camera view outside your 
car and you see it reassemble before your 
very eyes, as your view swoops back inside 
of it. New car! Away you go... off to get the 
guy that got you in the first place! 

Frantic, loud, exhilarating, the queues at 
the Trocadero suggest that the punters are 
finding the experience fairly wild — if you're 
in Central London, it's a must .. hut don't 
worry if you're not planning to visit the big 



smoke in the near future, these Centres 
should be springing up around the country in 
the next six months. 

As well as the sit-in unit, however, there's 
also a stand-up unit that gives the player a 
little more freedom of movement, together 
with the control of a tracked 'space joystick'. 
Two of these units are currently on view, 
again in London, at Covent Garden's Rock 
Garden restaurant - running a head-to-head 
shoot-out game called Nightmare. 

This Cyberspace machine, as it's called, 
puts you into a surreal chequerboard 

landscape 
suspended in space. 
There's someone 
lis In there too- 
and the object of 
the game is to 
shoot him more 
times than he 
shoots you. within 
the time limit. 

How do you shoot 
with a helmet thing 
over your eyes? 
Well, you have to 
remember that in 
the Cyberspace 
unit, the space 
lire SDiooo racing unit joystick is tracked, 
as well as your head. Lift it up in front of 
your 'eyes* and you 'see' a beefy looking gun. 
Press one of the joystick buttons and it Tires! 
Press the other and you move in the 
direction you happen to be pointing In at the 
time. 

Simple concept, 
hut the fact that 
your playing against 
another sneaky 
human being, 
together with some 
nice gameplay 
touches and music 
that sets a wholly 

unreal feel to the proceedings, makes 
Nightmare another VR 'must ptay\ 

Where did we start this off? iq8o in the 
arcades. Vids were exciting and it look the 
best part of 10 years for the home sector to 
catch up. Now it's 1991 and Virtual Reality is 




TOTAL DESTRUCTION 




the new gaming phenomenon, the pattern 

we'll all be working in for the next 10. But 

it's not going to be in your 

homes until the year 2000, 

so get out there and grab a 

piece of the action - now! 

Nightmare 
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Win 




t be the anced off-rood bike 

so ifs easy fo ride, and its 
design and futuristic styling makr 
■m the crowd! 1 ub would 

to buy, but we're giving one aw 



Cub! j 






~ a Honda . 

50$[%d)fi JS440 S 






The MT50S Honda is the best bike for any 1 6 year | 
wants to hit the road in style!! It has an air- 
:oolcd 49cc 2-stroke engine and a Motocross style 
seat and tank! To buy it you'd have to pay 
300, but 1 phone call and it could be yours" 



The Kawasaki JS440 is one of the best Jetskis 
you can buy at a cool £2500, but you could 
win one!! Jetskiing is going to be the trendy 

spoil of this Summer, and you could be there 
first with our brilliant competition!! 





WilLl 

Pinball 




i 





This Pinball is no under-achiever, it's a Simpsons game! 

Yup, people all over the country have been (lipping 

over this machine, the biggest pinball craze in years! 

And if you fancy pocketing this £2b00 prize, then just 
get on the ball and call the number shown below!! 





Calls cost 34p (cheap rate) and 45p (at all other times) per min incl VAT. For list ot winners send SAE to:Pepperoni, PO Box 2065, 
London, W12 9JH Please ask your parents permission betore you call. Average length of the call is 6 minutes. 







There's lots of fun to be had with demos. You can 
be DEMOnstrative, DEMOcratic, DEMOnic or 
DEMOralising. You could also put them into the... 



SHOWCASE 

RECENTLY I'VE RECEIVED a number of letters from, how shall I put it, PD virgins. Newcomers to the world 
of (almost) free software. "Dear Demos Reviewer," they read in a voice that would put little Oliver to 
shame, "How do I go about getting my grubby little mits on the quality games shown in your mag?" 
they ask, with a tear in their eye and a lump in their throat. This month, fair reader, I'm dropping from 
the safety of the multitude of PD companies and concentrating my efforts on a single purveyor of gaming 
delights. Just one, no more, no less. Advantage Shareware deal in what are known as PD Packs. Boxes 
with a number of disks inside that stretches into the plural. From three of these packs, I have chosen this 
month's selection of programs. More details £ 




on Advantage can be acquired by poring over 
the little boxette at the end. 

PICK OF THE MONTH H^ 

series does Bounce Out 
remind you of? iFyou 
said Pacmonio then give yourself a little pat on the bock and 
go get some blancmange. Bounce Out is a tremendously 
pleasant little game, an insouciance in isometric, if you will. 

Bounce Out sees you in charge of a cutesy blue blob-like 
creature, whos only aim in life appears to be the 
consumption of little red pills lying on the floor of a maze 
(remember kids, it's only a computer game, Don't take little 
red pills in reat life unless they come in a tube with Smarties 
printed on the side. Come to that, don't go into any mazes 
either, they're dreadful places). 

A number of ghostly ghouls (depending on the level) infests LP 
each maze, intent on stopping you in your tracks. Why is 
there never an unlicensed nuclear accelerator around when 
you need one? Bounce Out is charming, uncomplicated fun 



K. k V V 

WITH A BOUNCE IN YOUR STEP, 
you stroll through a maze made 

and is just the kind of thing to lift your spirits on a particularly of dots and ghosts. Who said 

misera 



ble day. 




computer games arc weird? 



MONOPOLY |J™ h avent 



I HEARD of 
Monopoly then 



you've either lived a very 
sheltered life or you were born 
on Tuesday 14th May, 1965 (it's 
been statistically proven you 
know). They've even heard of it 
over in that sprawling mass of 
crime and pestilence Known as 
America, which is where this 
version comes from (hence 
Broadway and Pennsylvania 
Avenue instead of Mayfair and 
Park Lane et al). 

Ifs actually a pretty good 
version of the classic board 
game (with the advantage of not 
having bits of paper money 
getting mixed up in your wallet 
and causing an embarrassing 
incident down at the shops). The 
only blemish on its silicon is the 
automatic dice rolling. You'd 
have been better off being able 
to push space to stop them or 
something. Still, the rest of ifs is 
jolly good stuff and no mistake. 




5, 






QUICK! CALL THE COMMISSION! Its another one of those Monopoly things. 



D® 3 
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KIDPOTflTL 



DEMOS 

MISTER POTATO HEAD M potato 

HEAD? All rial 



J now 



>- * o p 1 a 



Now this is real classic kiddy stuff. You must remember h .*. 
minutes of fun you had sticking the various eyes, noses and 
hats onto the plastic potatos, then throwing them at each 
other to see what fell off before putting them in the deep fat 
fryer, thinking they were real. What are the kids of today 
missing with tneir Teenage Mutant Hairy Gophers and all 
that? Sigh. 

Actually, there isn't a great deal to Mr. P. Heod and if s 
only likely to keep the very young amused for 20 minutes 
or so (just like the real thing realty). You've got two choices, 
a course in simple potato head designing and a quick 
game of lightning dexterity and razor-sharp reflexes. 

The computer displays a head with its full ensemble and 
you have to make your head match it. Just to help you out, 
the computers head is thoughtfully left on screen for you to 
look at. How helpfully challenging 




IS THAT A 
naked on 



CHIP ON YOUR SHOULDER or have you 
the floor of the local Spud U -Like? 



FUZZBALL 



pOG< 

mirt 



WH 



O LIVES! If any of you can turn your 
minds back to the very early eighties, 
then you'll definitely remember this Ocean 
classic. Jumping around a pyramid of blocks, 
changing their colour as you land on them was the 
'in' thing in 1982 (or was it '83) and looks set for a 
revival thanks to Fuzz bo//. 

Also bouncing around the pyramid, trying to stop 
you, are balls, snakes and more balls. The snakes 
are the really dangerous ones as they'll follow you. 
To combat this, you have a couple of spinning 
transporter discs at the sides of each pyramid, just 
waiting to whisk you out of harm's way. 

This is what arcade games should be like. Forget all 
this hologram and virtual reality nonsense. Lef s get 
back to the real intelligent stuff like this. Write a letter 
to your MP, it can't hurt. 

_« ^«.«™t*tt^ C p H SPIN, SPIN the wheel of 
BEL OF FORTUNE Ofortune. That 1 s right, stop right 

there. Don't go down to the local 
toy shop to purchase the official Nicky Compbell endorsed board- 
game-of-the-TV-show, this version is just as good (or bad, 
depending on your attitude towards game shows). 

For one to three players, Wheel OF Fortune is everything you 
could need to re-create the excitement of the TV show, short of a 
studio audience. Spin the wheel, guess the letters and win, win, win 

big cash prizes. 
Absolutely brilliant... unless you don't like game shows. 




Illns around 



WE'VE 
BEEN 
ASKED TO 
POINT OUT 
thai 
a Fuuballis 
In fact a 
computer 
3am< and 
not an 
annual 
'shindig' 
for 

policemen 
and 
women. 



ABOVE & 

LEFT: Nicky 
Campbell- 
free tones - 
hurrah! 
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BENOS WHAT ELSE IS THERE? 

THE TWO packs featured contain much more than ihe six 
games mentioned above. 

Family Entertainment includes: Monopoly, Trivia Quiz, 
Wheel Of Fortune, Reversi, Yahtzee, Pente, Connect, Tennis, Night 
Crawlers, HiLo, Bog, Quizwiz and Fantasia. 

Arcade Action includes! Orion's Run, Floyd The Droid, 
Arkonoid, Bounce-Out and Fuzzball. 

To contact Advantage try 0242 224340. K that doesn't work, you 
could always try writing to them ah Advantage Shareware, 56 
Bath Rood, Cheltenham, GL53 7HJ. 
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OFTWARE CITY 




Unit 4, B.D.C., 21 Temple Street, Wolverhampton. WV2 4AN. 

Tel : 0902 25304. Fax: 0902 712751 

CALL US ON : 24 HOUR CREDIT HOTLINE 0902 25304 



EURQGARQ 



Ma^ERGARD 




ATARI ST (JAMKS 



3 DCGnsrjucttfnKitlNew, 

3-DPool 

1W 

APB 

Advanced Destroyer Sim 
Acvanctid HuH Machine 5*n 
AlrcaKorpn 

Arrnc^rGeddon 

BackToTheFutureS 
BaJleMiNew Price) 
ftfl'E«» ■an:! 



cVa^Voeey 

BrdiaroM . 

BtaodUorwy iMe*Pnee) 

Brian Ccrugh a Focaoarl Fortunes 

BurooiMan 

C«oeJ(F4ewPrce) 

Cadaw 

Cadaver The Pay 0« 
CaJtFomia Games 
Captive 






ATARI 



799 

1750 

699 

21 50 

1750 

.17.50 

799 

7W 

1750 

790 

.1750 

. 7.99 

999 

7 99 

7 99 

..17,50 

TOM 

.799 

<750 



Car- VUPandTorvak The Warner 

Carrier Command .999 

CfcrrhercMSquares 9 99 

ChaiengrjGoir3*0(Newi 1/.50 

Ch«igearneLqhtBng*» 21 to 

l>e«Ch«rnpion2i75 2150 

CnucfcRoch T7.50 

DiuckieEgQ1or2 9.99 

CtitrtKtrwJomiiiSewPfCtt) .799 

Cohort Ftghling For Rome 21.50 

CoJO MW tBflpf .... 1750 

Colossus Chess 10 T7.50 

Conflci Europe i to* Pre*} 9 E<9 

Conquer or ( New Price ) . 

Connn©nttiC*mA 

CridoBtGaotaiin 






Daily Double HOrse Racing 

OarvmanfNmr.) 

Deadline (Infocom) 
Dp»«nd*PO* The Oown 
Dega*E)ilo 
Deluxe Pani 

Delia* Scrabble 

Delate Strip Poker 

DaQO"5ptn& 

ElH©tSpoCttlOher) 
Emlyn Hughes Soccer 

Eg^piaji6uBjvL«oua »—« — -. 

Fi5Str*oEa0c2 

F 19l»Be*hrTpWli 

trefafMtor . . _ 

F antasy World Oi J7y 

FasiFood 

Fwra/if-ormjioOie 

FmaLWhosBe 

FlcjhtOt The Intruder (New) 

Flood 

Fottfb&NDInKlorS 

hxrtbeltRi«anag6r24EKpKH 

Footballer 01 Tho Yftar?(NowPncoj 

Ftenettc 

Fun School 3lUnder 5) 

Fun5chocr3r>7) 

FunSchoer3{7+l 

TrwGvnos Summer EOJton 
GarfarldWniersTaJiScraaiOfter) .. 

Getfu 

Garni Cray 

Oo 

Goos 

Gotten Aje 

GranrKianrJfNvw) 

Gremlins 2 . 

Har00rrmV2tSc*eoaiaieT) 

HnroO)etf 

HIIStreolBiura 
Hntiagei 
HunlerlNew) 
lmoo»Mmole iNewPrrce) 

MifisMonilKajnti * . 

JadtNicUuusGorf 
JameePond ( Special Offer) 

K*nrte)UI2 

Kic*on - EnraTime 

Kic*Orl2 . 
K)Cr.Of!2 Final Whistle 
KicfcOffJWrvw^ Tactic* 
IJd O icff ii jNiir P riPi) 

L4StMrva2 

LeaiherGodoatso* ol photos 
LED. Storm „. t 
Lemming* 



799 

799 

1750 

. 999 
1750 



17 50 
34 99 
1399 
999 
799 
12 99 
W50 

17 50 

24 99 

2150 
17 50 



fi99 

<J39 



24 99 
999 
1399 

999 

7.99 
wso 
1750 
17.50 
1750 
7-99 

9 99 

wso 

17.S0 

17.50 

.. i? + 60 

. 17.50 

.21 SO 

13 99 

.999 

—17 JO 

'750 

7.99 

21.50 

7.99 

?M 

17.50 

9 99 

399 

/*» 

... 13.99 



LrtcAndDeaU) 

LfflloPuff 

LngWfNiwJ 
mmtaroRAC Ralry 
Uvdi^Chapi 

lEtpnt Tucrn Challenge 



790 
.7.99 

... 999 

799 

.1730 

1 7 so 

\ 



i : 50 



ATAfll 

Ml TanhPlaftoon 21 bo 

Manchester Uni 1399 

MviUriLEurope<Newr 1750 

Mfl*jfjr f v^ndJNnr] . 21 H 

MecjalravohMl _ ..21,50 

Mercs 17-50 

M*c^irWf2f^mesolFreeOomj 34.99 

MiQhlyBomt>jack »3.99 

MrDxiHunHun{5pectalOtiry) .699 

MuaiPldyrjr Soccer Manager 1 7 50 

NwySMh . . 17.50 

HwerMnrJ(SpociilOHaO 3 « 

NewZeitondSlory 1309 

UmaRawm 899 

»3f1hAn05ouoi 799 

CrpArabunH^herfSpecisJCrfrar) 9.99 

OperaJtonHufmuz — —. .799 

OperatoonWoK 7 99 

Oriental Qames^SpecialOfltrr) 69i 

Pacmar«a (Special 0(Ter 1 ew 

PaTvaKic* Scoring 17,50 

Pta^a)l|lnfixnm) 999 

Player Mettagrjr t3 99 

Pocutou»AmS*nC^ 21 50 

Powetmonper ?t 50 

Pnfhisiorrt 1750 

PinGcutYjSim . .„,, , 7 c#y 

PioTenneTowr? . 17 50 

PrtHlght 27 99 

OjadroMMcw) 1750 

OUMlonOfSport 69ff 

H.8.1.2- 2150 

Ji^^ ■ ■ f ■ W 

n-Ty»«2iNewi 1750 

Ra*oarjTyEiwn(iMe9)lNew) 24 99 

FlcdMe* 7 99 

Pk>&ir>Sm)lh*lrilWTurtoria*Cncka1 17 50 

RC*0OCOp2 W50 

RcOttlRangor 999 

nunTr«Gaunllet 7 99 

nunnvigMati 7 99 

SoisrjtOfMcwKsvlslandnMefl] 2150 

ShormanW4 ... 7 99 

SriiftOWrHewPncei 

Shum*o«r>C«|NewPrioe) 

SinbadAndTrwTrVonoOfThoFaton 999 

Sim City And Popuioua 21 50 

SffnCnyTenamEdioi 1099 

SkdiittowPnco) 799 

Snowstnr*B^5pecial Offer) 999 

Speedoai 999 

Speodtui? 1750 

Spndiuy Woncto , 1 750 

Sparing Triangles 1399 

Slave Da vii Snoofcar 999 

Sr^erManager(Ncw^ 1750 

SiryxtNewPncel 7.90 

SuperCare 7.99 

5uperCarj2 — - 1 750 

Super MrjnecoaP. i7M 

SuporShwaeK J3.99 

SwechcVaOe .7.99 

SwflCh0ieoe2 i7 + 50 

TabMTemisSm 7.99 

Team Yankee 21.50 

TeenageMuijjvHvoTurileatHewPrioe) 9 99 

remtsCut) 7.9Q 

Telrw t3!W 

ThieeSlOooas 9.99 

Thuno*fHa»*<{r4ew) 21.50 

Toto 17.50 

TOObri 799 

Toumamem&od 1X99 

Treasure HiandDijjy 4.99 

[>ei*ChampjQfli us 

TrrvtaPursAM 13.99 

Turi ForrrvSyseom Poow And Raong 

Prtsdidor 
7 umcan (Special Oder) 

Tumcan? -1750 

rvSpc^FoolDeJi(NewPhce) 999 

Typhoon Thompson (New Price) .7.99 

UM-S.2(iMegOni w 2150 

Vu 13 99 

WarWamor(New) 17 50 

WarZone 1399 

Water W(NewPriceJ 999 

WinnngTaciKS. ? r 99 

Wisho-tngar. ._. 6n 

Wonoertani] 21 50 

Ww»dCharrt>onsfi*pB04inoMana9er 1399 

World Crwrnorunip Soccer 1399 

WorWClasoUftdwDoaid 799 

WmmCHTheOafnon.. r-i 50 

Wreckers 1750 

^Oui(SpocialOnaT). .6 99 

XrniTn 799 

Xenona 9W 

XyDtitti 799 

Zona Wamo? (New) \r tc 

ZflA10r20f3 ™ * 1 



COMPILATIONS 



CRANDSTAND 

World OaM Laadaniearc PrQ Tarns Tour. Comrnensal 

Ocui A tnutaz Super Soccer 



FIST Of FURY 

Ouuble Oagun 3. rto^a WartiOfB. 

5rw<C- i DyruwHv Out 

UJP 



ADDICTED TO FUN 

euCcre EkiWrio Rainbow Itland A 

Nrn ZnaUrd a Story 



SPORTING WINMERS 

OalV Ooucw* Honw R*cr«; Sieve Dav« Snooto 
Bnen Chxojh i foatjMl Fsmunes 

1750 



VrRTUAt REALITY VOt- 2 

ft»mne( Wut Watrd Dreerna. ftetotultn 101 A 

Thundenrtraa 
Z1J9 



SPORTING GOLD 

Caieomia Qamea, The Game* vwnter A 

Summer fOUcn 

UJB 



HANHA B ARBERA CABTOOH COLLCCTIOfl 

V*¥ji» Gnul Eviitp. ^ng ffcrig Pnooef. Run <rO 

Reedy A Bevvnay rile Cats 

tui 



FtHALE 

^ar^'ttf Grxsii and Gotiin*. O»*w^or* A 
Space Hamar 

17^0 



WINNING FIVE 

eon Lord Htyt Hunlar Twin Wcrtj, Pu»V( 

SegaASrFrwi 

MM 



SOCCER MAMA 

FuulUaf Maries 7 Uoopnmi Snccer. Fcnti*i 

Manapjar W»U Cup Eoeton i G«ua» Super Sccow 

ITjV 



MAGNUM 

RVF Honoa. Ortenia* Gamei. Solan Alter T^ Wv A 
Pro Tenrra Tour 

t;.» 



HOLLYWOOD COUECTX>N 
Ftooccp GNndtAjaaers J. Baeran Tn# Mow A Indira 

jbre* LAfl Crusada 



VIRTUAL REAUTV VOL 1 

Mtiavaar Carrier Comma Sturt Car Race* 
StanT^kr z irtum&ocriM Soccer 0*u*rjv 

2140 



SEGA MASTER MIX 

&raerwcnrj«rooy DynarnAv Duj. Crackdown Turbo 

Cu>un A CnOKto Racer 

li. 50 



VtnTUAL WORLDS 

D-**r. Toua Ccanaa The Cryni 

ACudeUjaler 

2LJA 



TMWLLT1ME PLATINUM VOL 2 

Oupgy Soy. Orjrnctaoti. 5pate Hamar. Una end Lei the. 

Thunrtertnta. Boyond The lea Palace and Oerthnript 

t7^a(lp0T STH COaJPATlBLBTl 



T<N,T, 
Hard Oman TooOn APB 

Oat|(*i Sor* 

i7.SO 



.^>i.i. ^ 



POWER UP 

faamconr blende lurroan. Chaae H O . 
N-Oul A Altered Biuir 

2150 



CLASSICS (RENAISSANCE) 

Irri-asers Ajtnn>Jt Gtfajeoh 



& Cjrflpoco 



a^aoPiEceoiscoox 
a'^eo piece D»sc box 

l^lTOPieCEOiSCBOX Mfl 

IS ™ DOUBLE SiO€& DOUBLE D£N5»TY WTTH 

LABELS I 059 

10 S.S0 

25 12 50 

MOUSE MATS 2 99 
5TAAGEXTENSJONLEADS ' H 

BQUIKMOUGC H.99 



Httit6WK5 



Bards Tale 1 or 2 or 3 

BuCkHtKjtfr* 

CoioneisBctoui^t 
Conquest Of Camerot 
CuraeOfAiureBonos 
DaaBs^hngncBGiyrin 
Drdcjunaflf Flame 
Dungmon Master 
Etora 

EyecilMBohcede/ 
Heroae of iha Lance 

rlerrjrstOueV 

WaFai 

Inckana Jones The Artvnnture 

Ktr^Oueajtior2or3or4cir& 

uecsuresurt Larry 1 or 2or 3 

Loom 

M,\ir.ii.-,.,ir.Si'ii tfairiaejO 

MightAnoMag^? 

Monkey ttiand 

Pd*cer>jMi2 

PcoiOIRattatxe* 

O-jesl For Glory 2 

HWy T*i^n fi ,rj-.». 

Siiv^o Empire 

SecreiOfThoSr>*etBtactaR 

Spajoe Ouesi i or 2 or 3 

Stari>ghlio*2 Si 

Hints ancf tfis *or 40 Snes inckldrig- 
Cnpdarwnra Iceman. Ftrture Wara. K-iund Or 
Shadcrw. Indbana) Jones, Lraejuresua Larry 3. 
Loom, Manhunter In San Francisco PrJibe 
Quest 2 Spece Ouetf 4 Battle Toch + Cnam* 
piarttOf KrynnEt>: bTc E\. 



ORDER FORM AMD INFORAAATION 
Alordarttar<FWSTCiaj^*urjt#rttoav*iai>afc/^ Jlmi all kn tm axx^n and aerd k to 

Si:nwafiCayiani4 akraMiI D#rtrcfrmeocC*niB b 21 Trirrrpta BB^t VVortftiMriptw WV? 4AN 

ORDER FORM (BLOCK CAPITALS 



PotDooe-... 



.Tetflo.. 



NemeolGarne 




Value 














Peesaae 








Tote 







P06TAOC RATES: Raaaa add 50ptor c-Mt and p^ck^cjrno cr^efl orcWt uro* L't COEEC cc^r*i i 

Nrayaai Non EEC add tl per earn 

PAYING BY CHEOUC O*ou« petetaa to Software C4«r. 

CeWljpi - „ TZZZ L-braAral 



l£l 



EU«Ci>EANOR0ERl 
MASTERCARD 
BUROCARO ACCEPTED 
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STRATEGY 



This month, Lee Paddon gets moving with two very 
different games - MicroProse's railway management game 
and TTR's Brigade Commander. 



MMWi 




AS ITS DESIGNER Sid Meier 
admits. Railroad Tycoon Is 
heavily influenced by Sim City 
and a series of board games 
produced by Francis Tresham. 
whose company Hartland 
Trefoil has released several 
games covering the 
development of railways from 
India to the USA. 

For a strategy game (o be 
more than a simple exercise In 
optimising a technique, the 
opposition must be credible. 
In Railroad Tycoon, there are 
up to three computer- 
controlled rival railroad 
companies that may attempt 
to buy your shares or grab 
your real estate. The manual 
contains several heavy hints 
that it Is a good idea to buy 
your own stock. If you buy 
half of the outstanding stock, 
you are safe from corporate 
raiders 
and 

disaffected 
stock 
holders, 
which just 
leaves you 
with the 
battle for 
real estate. There are two 
ways in which rival companies 
can upset your progress. They 
can build track either where 
you want to build it or into 
your station and then conduct 
'rate wars', in which the 
townsfolk vote on which 
company will gel exclusive 
rights to use the station. This 




is the only way you can cross 
the track of an opposing 
railroad. You can protect your 
stations from this second 
threat by building superfluous 
track around them so that the 
bad guys can't build into them 
— although it obviously isn't 
practical to do this for every 
vulnerable station* 

The defender in a rate war Is 
usually in a stronger position — 
the station under attack is an 
integral part of his network, 
whereas tt is on the fringes of 
the attacker's network and 
therefore more difficult for 
him to deliver the same sorts 
of tonnages of goods. 
Conversely, because it is so 
difficult for the attacker to win 
a rate war, you must make sure 
that your competitors don't get 
into the lucrative towns before 

you do* 
Obviously, 
you must 
be careful 
not to 
provoke 
too many 
rival 

railroads at 
once with aggressive building. 

I do have one or two 
reservations about Railroad 
Tycoon. Firstly, having 
computer opponents does have 
its weaknesses — and the 
obvious answer is to allow 
human opposition, ideally via 
null modem to ensure secrecy. 
MicroProse points out. 




however, thar this would 
be difficult because one 
player could build from 
London to Inverness whilst 
another was studying stock 
reports. Secondly, the 
speed with which track can 
be built is one of the least 
realistic aspects of the 
game I would have preferred a 
system such as that used in the 
Hartland Trefoil games where 
there are a number of 
construction rounds during 
which each railroad can lay or 
improve one stretch of track - 




although we have to remember 
that the multi-player strategy 
marke[ is small and such a 
structure would have 
detracted from the solo game. 
Despite these quibbles, I think 
the game is a 'must 1 - 



BRIGADE COMMANDER 

TRADITIONAUY f STRATEGY GAMES have been about tanks and things 
-nn^ng round maps divided up into hexagons. So If you're a veteran 
you'll know exactly where you are with Brigade Commander from TTR 
Development Inc. 

Obviously n is tempting to try to compare this game with Nt Tank 
Platoon, which attempts to simulate the same hardware, The origins of 
these two games are, however, very different. Tank Platoon was 
designed by flight 5lm programmers who wanted to give a simulation .j 
hit oi authentic flavour by introducing some basic combined ops 
concepts. Brigade Commander shows its development from traditional 
board wargames with the programmers exploiting the computer's 
ability to allow the game 10 occur in real lime and cope with hidden 
movement and spotting. The player commands forces of Up lo brigade 
strength. Units are platoons, each of which are given orders which 
they attempt to carry out Artificial Intelligence lor your forces is 
fairly limited — they will open fire if they think they have a ratr dunce 
of nobbling the opposition and will run away if discouraged It is. 
therefore, impractn.il to simulate large engagements because yon will 
be rushing frantically around the map trying to respond to newly 
spotted enemy units, 

fhere is a map, scenario and 
unit designer allowing ihe 

warranter to indulge his htetorial '- 

whims- if he has access to vast 
amounts of historical **! 

information. I he game includes <Bw 
scenarios set In Europe in a 
hypothetical modern war There * 
is abo a data disk which 
features, surprise surprise, Desert Storm scenarios. The manual claims 
Inside knowledge of the conflict with four company employees "called 
to duty in support of the UN resolutions/ The company does admit 
that die scenarios have been doctored a bit to provide something 
more Interesting than a one-sided bloodbath This is a well designed 
and executed game - bin probably for hardcore tankics only 
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L.A.P.D. 

Quality P.D. for the Atari ST/STE * - 
80 Lee Lane, Langley, Heanor, Derbys, DE7 7HN 
Tel; 0073 605010/761944 



• Same day service, quality virus free disks • 

1 P&P 50p on orders under £5.00 t Free on orders over that 

THIS IS A SMALL SELECTION FROM OUR CATALOGUE 



THESE DISKS ARE ONLY £1,00 EACH (all S/S) ... 

M4 ROBOT! The best P.D. shoot'em up to date. 

B15 ROLTTf NUDGE: A writing (rurt machine 

B 19 VIDEO POKER. As close to the Casino game as ptasile 

620 HACMAN; 50 levels of Pac Man action 

BJI PICTURE CONCENTRATION: Children's recognition and matching game. 

&23 TENNIS: Centre Court Action 

THESE DISKS ARE ONLY £130 EACH ... 

D.1B9 SYNTAX TERROR: Super Mega Demo wrtti two addictive games. D/& 

D.216 FISHW CHIPS: A nepdma Irom SewersofL D/S. 

G53 STUMPED: Cnchet Sim with all major rules catered for. S/S 

G77 CHAOS STRIKES BACK: Ten new dungeons on two disks (£3.00} Requires ordinal 

game to play. 
GJM TETRIS/PILE UP: Iwo very good adaptations ol the Tetris game D/DS 

G + 96 PORK I; Hilarious parody of the famous ?ork* adventure. S/S 

G.U9 NAPOLEOM Strategy wargame Irom Germany Similar to fflsfc' S/S 

THESE BUDGIE GAMES ONLY £2-95 EACH (all S/S) ... 

BU5 PRO DART1 Let's look at wfiat you could have won... 

BU 17 MAKE A BREAK: Trivia Quiz with a snooker connection 

8U23 SPACE BLOB; AMictfrt game, plays like Bomtyack. 

8U53 FROM LITTLE ACORNS: A Goblin adventure, highly rated. 

BU65 DOUGLAS lb Rocbnoor is back!! ft meg and 1 meg versions included 

BUDGIE PRODUCTIVITY RANGE- ONLY £3.95 (all D/S) 
PMU PROGRAMMERS LIBRARY: Mactae code rwtlnes for you butting pfopammers. 
PMU SPRITES PORTFOLIO: 500+ w»r sprites ready to aft) to your own propamne 
PRO 16 ST-68K REFERENCE Into (or the serous progrwnmer 



FR£Enp?o1cLr bltri<atata^dhkMundj:ittnkLl'ttap0i»Ae b the address abo«nrd*e II wrtfjtfu why 




CUSTOMERS WORLDWIDE ARE FINDING WE ARE THE ONES 
TO DEAL WITH FOR QUALITY AND SERVICE 



DIAL-A-TIP CHEAT-LINE 



for cheats, tips, pokes and 
secrets on all computer and 
console games, ring now on 

0898-10-1234 

From Ireland Dial 

03000 21244 

Updated weekly, 
Live Computer Helpline: 

0898-338-933 

PRIZES FOR BEST CHEATS, TIPS, ETC. 

INFERNO 

Interactive Phone Games 

£100 PRIZE 

NOW ON LINE 

0898-442777 

Send to: PO Box 54, Southwest Manchester M1 5 4LY 

Proprietor; Jaquelino Wrlghl 

Please nk permission ol IN person who pays Bis Ml ca i- ctMtfQBd x 93p 

per mm Cheap Rate* 4Ap per mm al all other times 



ATARI ST/STE - AMIGA 



Games for REVIEW or PURCHASE 

TRY before you BUY 

At least 15% off all software Guaranteed Originals 

We have the LOWEST Membership & Review Fees of 

any ST & Amiga Club 

Try our Public Domain at LOW LOW prices 

Swop your originals in our SWOPSHOP 

SPECIAL OCTOBER OFFERS FOR NEW MEMBERS 

New releases added WEEKLY 

Monthly Newsletter plus lots of 

Membership Interaction 

Please enclose LARGE SJLE. + 30p stamp to: 

Cum-Com Software (International), 

Dept THO. Gardener's, 63 Kings North Road, Ashford, Kent TN23 2H2 

"lease state format. 



SPA SOFT COMPUTER SERVICE 



ATARI 520 ST FM- Discovery pack 

ATARI 520 ST - Discovery extra pack 



Mtllllftftlf MltUH 



'«"1 



... £269 

COftQ 

ATARI520ST-Golden games pack(inc 64 disks) ',..'".'. E349 

ATARI 1040STE-Goldenproductivitypack(inc60- disks) £399 

AMIGA 500-Starlerpack £289 

AMIGA 500-Cryslalgamespack-(1 megram +■ Utopgames) £389 

ATARI-Lynxconsoie £89 

COMMODORE-cdtvandsycokillergame £549 

SEGA-gamegear(Hdstock) M .„ £85 

AMSTRAD-dmp3160 printer ....... £129 

ATARI -800computerdiskdrive + softwafeandjoystick , £60 

HPDESKJET-500 Inkjet printer ....... £499 

SEGAMEGADRIVE-allered beast H £139 



'23 MASON AVE 
ULLINGTON 
LEAMINGTON SPA 
CV34 70S 



SEND TO SPA SOFT 



PHONE ON ... 



0926 413706 



WANTEl 



Il ALIENS 



->*'* 



OR 



USE YOUR 

VOICE 

TO 

OUTORAW 

THE 

GUNFIGHTER 

iSH PRIZES 



Can You 

Kill 

The 
ALIENS 

For 
CASH 
PRIZES 



'If you are under 18 years o( age please oblaln permlsskxi ol whoever Days the phone ML 

flFQDIAL POflox 36 151 4IN Col chorges 3to Per Mh Ctocp 45p Per Mtn Ai Ottw 'r,ps 




TOmB OF 
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CANYWSnmVEIHTHEDAttlABYlUKra 

DQ=WTHEDEMONS,(MlfSiZ(!MBlBI 

ovTwrniawiMiirroEiAaM/ 

WCHESBEy0M)Y0URWttDESrDREAi6K 

0898 771 956 

cic. MaMflnj, PO Bax 1650, B1 IAA.i 

Can cm Wmn cf*jp. *5c*rr*i aim nmti./ 





OCTOBER 1991 

It's not me I tell you. I 
don't know what 
happened, but the 
■^^kx picture on 

the Review 
Contents 
page is not of me. I am 
in fact six foot three 
with Schwarzenegger- 
like proportions 
and a face that 
would put 

Richard Gere to ^5J5E? 
shame. What£ Tips 1 - Oh, 
well there's Hunter, 
Armour-Geddon, 
Monkey Island, Gods 
and Populous (amongst 

others). I bet 
that Presley 
bloke's behind 
this... 

BRIAN LOOKS' NESBITT 





Now that Activision's superlative 3D combat game 
has finally arrived. Programmer Paul Holmes takes 
us through the ins and outs of Hunter... 



MISSION GUIDE 

1 ) To begin each mission, visit the nearby 
hut to find a map. a log-book, a clock 
and several other useful items. 

2) Use the log-book to highlight the Allied 
Stores, then make your way there to 
equip yourself with all the available 
weapons. 

3) The method you use to travel around in 
Hunter is your choice, but if you take into 
account that the helicopters are usually 
much faster than ground-based vehicles, 
it may pay you in the long run to find a 
helicopter, save the game and practice 
with the controls for a while. 

4) When approaching a target, fire an aerial 
observation unit, this will reveal the 
positions of any enemy artillery, enabling 
you to land or dock in a safe place. 

5) If there are any armed vehicles available 
at this point you should board one and 
use its firepower to destroy the target, 
thus saving on your own weapons. 

6) If there were any gun emplacement 
shooting at you on your approach, then 
destroy them before reboarding your 
vehicle, this will help to ensure you a 
safe getaway. 

7) At this stage In the Missions and Actions 
games you should either be making your 
way back to Headquarters to receive 
your next mission, or travelling to your 
next target. But remember, wherever 
you're going always use the route that 
you think is the safest and not the one 
that appears shortest. 

















DOS AND DON'TS 




WHENEVER YOU SPEAK to a character, always try to bribe them for mare 
information (usually with money). 

While travelling through enemy territory in a boat always stay 
as far away from land as possible (most surface to 
surface missile launchers ore land based). 

When flying over enemy territory, try to maintain 
a high altitude as you will be out of range from 
surface to air missiles. 

Should you find yourself in the range of 
surface to air missiles, the most effective method 
of avoiding them is to tip the nose of the 
helicopter forward and fly as fast as possible in 
a straight line. 

Whenever you come across a hut (like the ones 
seen at the start of all the aame types) always 
search it, as these are the buildings where fuel and 
extra weapons are usually kept- Even if you do not need 
anything at the time, you can still write the location in your log-book for 
future use. 




100 .TH 



E ONI OC I* MMR i*' l » I 








- 6ft€fflV 
UtH!CL€. 

- €ft€ffl? 
fcOftT, 

CUft. 

~-LfifiD/5€fi 

mift€. 



n -FU€t. 



© - a»€ 



: • TAficer. 






Only swim if you have no other choice, as swimming drains your 
energy and the sharks can inflict considerable damage. 

Don't kill unarmed people before you have spoken to them. 

Don't destroy a building before you have searched it. 

Don't waste ammunition by destroying buildings or structures 
that are not listed as 
targets. 

Don't destroy enemy 
installations by running 
into them with one of 
your vehicles, as this 
method also weakens 
or destroys your 
vehicle. 

Don't attempt to enter 
any enemy buildings 
while wearing your 
allied uniform. 

Don't travel deep into 
enemy territory without 
taking extra fuel. 




1} When you are given a 
target situated in the heart 
of enemy territory, one way 
of achieving your objective 
without being shot is to take 
a helicopter, fly to the target 
at an altitude high enough 
to be out of range of enemy 
SAMs, locate yourself 
directly above the target, hit 
the help button to achieve 
the auto-land 
system and then 
parachute out of 
the helicopter. 
This way the 
helicopter will 
land itself 
without being 
shot at, while you are 
destroying the target, but 
remember that the 
helicopter will move 
forward slightly when in 
auto-land mode so make 
sure it isn't going to land in 
the sea! You'll still have to 
destroy any nearby SAM 




sites before attempting to 
re board your helicopter. 
2) As land-mines tend to be the 
least used weapons of your 
armoury, you may wisn to 
use them for destroying 
enemy artillery ana the like. 
This can be achieved by 
walking into the target, 
releasing a land-mine then 
walking away. 
3 If you encounter a red and 
yellow force-field mine, the 
only way to 
destroy it to 
take a spare 
vehicle (if 
there's one 
available) and 
drive it into the 
mine (making 
sure you dismount well 
before the collision). 
4) If you are on foot and being 
pursued by an enemy 
soldier or vehicle you can 
avoid a confrontation by 
dropping one or two land- 
mines and running in the 
opposite direction. 
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Worried about the loss off your boat? Wondering how you'll ever 
manage to rescue the Governor from the clutches off the evil 
LeChuck? Fret no longer, as we bring you the final instalment of... 



PLAYERS 





fTHE SECRET OF 



NKEY 



EPISODE] 




A DAM is blocking the path 
of he water so Guylxush 

sett obovl trying to remove 

il Using he gunpowder on 
the dam and the spyglass 

with a nearby piece of Dint 

he soon succeeds in 

destroying (he dam and 

getting his wafer flowing 

ogam. He roces back to gel 
the rope. 



EXPLQHNGTHERESTof 

theisbndreveolsa 

macabre place Bodies are 

strewn all over on large 

lotem poles, apparently as 

sacrifices to he large 

monkey head sitting behind 

the fence. Using the monkey 

to open the gate, Guybrush 

heads inside and grabs a 

voluable-looking idol. 



HURRYING BACK to he 
beach to see whef s left c^ his 
ship, Guybrush is soddened 
la discover no (race of tie 
boat or his companions. 
There are plenty of boncrat 
ing around - one of he 
rig rocks must have hit the 
tree. Scorning them up, he 
heads back into the jungle to 
explore. 





HE FINDS A LOOSE 
PLOOftBQARD-allhe 
needs to effect his escape. 
Since Hermon's bonono 
picker is loo large to hi 
through the floor, he leaves 
il behind as he heads off 
back to his bod 





MAGIC ISM BEST way of 
defeating lie ghosts - a 
magic head to guide him, a 
move root to detfroy them 
an da mogic nsdtloce to 
sneak post them. A) first the 
natives are reluctant to give 
up *heir guide, but as socn 
as Guybrush shows ihem 
Stan's navigating pamphlet 
they are convinced. 




EVENTUALLY Guybrush 
stumbles oaoss a dry pond 
and who! appears to be a 
dead body hanging (rati a 
tree Clutched in the dead 
mans hands is a coil of 
rope, just the thing for 
reaching the oars. 
Guybrush hurries along the 
river bed to see if he can gel 
the water Bowing again* 



CUMBWGDOVVNlhediH, 

Guybrush grabs he oars 

and mokes Tin way to the 

smol rowing boat Jumping 

in, he sets soil and 

ewrtualfy reaches a beach 

on the north side of the 

island, leading off to a 

native village - thai wastes 

no fane in preparing for 

Guybrush stew. 





GUVBRUSHS JOURNEY 
lakes him to the horns of a 
roller hungry monkey. Side 
of bananas, he feeds the 
ravenous primate and 
gains a follower Like 
something out of a nursery 
rhyme, wherever Guybrush 
goes lie monkey is now 
sure b blow 



[AKINGHISne^wquired 
prize to tie natives, 
Guybrush convinces them to . ^ L**j 






Jl 




let him return Mormon's 




^ 


banano ptclcer, in exchange 




. 


for which he receives the Icey 


• » 


to fhe monkey head- The 
natives also tell Guybrush 


■ 




>£&i 




about lie catacombs under 


* 


ihe island and convince him 


^ 


hell need help 

1 ■ ■ 


a^- ^^| -* 




ENTERING THE 
CATACOMBS and using 
the head to guide him, 
Guybrush ewludly finds 
UChuck's ship. 
Unfortunately, as he tries to 
board if he ghosts attack, 
forcing him bock. 
Persuoding the head to 

Sive up its magic nectloce, 
» quicldy disappears 
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PREVIOUSLY ON MONKEY ISLAND: Guybrush 
Threepwood, having mastered the three trials and 
obtained his official pirating licence/ has fallen 
hopelessly in love with Governor Elaine Marley of Melee 
Island. Unfortunately, just as he was about to propose 
the possibility of considering the chance of maybe 
getting married/ she was kidnapped by the ghost pirate 
LeChuck. Guybrush set off to the rescue only to find 
himself shipwrecked (self-inflicted) on Monkey Island/ 
with only a banana to keep him busy. 

SOTHArSlfCHUCK! 
Although he can't be seen, 
Guybrush manages to move 
around wft fa grace of an 
efephrjtf and needs to find 
another way of grabbing 
the rroster key, as LeChucfe 
hears him every time he gets 
dose Using Stan's 
compass, he employs a spot 
ol magnetic aHrocticn 





GAINING THE KEY, 

Guybruih makes his wov 

cWi into fa ship's hold, 

home of fa magic voodoo 

root and filed with ghostly 

chickens and pigs. He 

robs a leather Iran cne of 

e chickens and is about Id 

see if he can use it to grab 

o bottle of Grog, when he 

spots a trapdoor. 








A SlfEPING GUARD rests 

against the door hcWing 

Governor Money prisoner. 

Unfortunately, Guybrudi 

can't find a way to cpen 

the door, and settles 

insteod lor a bunch of tools 

hanging on the wal. 

Perhaps fay' II open fa 

rmterious crate in the 

hold 



UNLOCKING IT, Guybrush 
ventures further down into 
fa ship and discovers a 
roMnfcsfed, grease-stained, 
second carjp hold. 
Running bock upstairs, 
Guybrush tidies the ghosts 
foot with the ghost feather, 
causing him la drop the 
Grog which he feeds lo the 
rtnwcwrah 





WDHD THEY DO. Inside, 

Guybrwh finds the magical 

vtodoo root and wastes no 

lime in getting ii bock to the 

native* so Itiot fay am 

make their anh-ghos* 

spray. Armed to fa tedh 

with spirit spritzer, 

Guybrush prepares lo 

storm fa ghost ship. 



GRABBING A HANDFUL of 
grease, Guvbrush then 
heads bode atio fa main 
deck and uses the sticky 
stuff lo slop fa jail door 
from squeaking when he 
opens rf Cautiously, even 
though he is invisible, he 
steps inside 




Vou 



half to death 




ITCHING FOR A HGHT, 
Guybrush roces through fa 
catacombs and yells a 
mighty war ay as he leaps 
ou* to fa boot, only to find 
j| gone. All fat's led is cne 
kwt crewman who informs 
Guybrush of LcOmdc's 
plan to marry the Governor 
back on Mefee litand 




LUCKILY, Herman has a 
disused boat which 
Guvbrvsh uses to get bock to 
Melee Island. As soon os he 
pulls into the dock, he rushes 
to the church just in time to 
hear the padre soy, - lf any 
man here has good reaxn 
as to why this man - erm. , 
ghost and this woman 
sWdnotbemarn«L B 



GUYBRUSH SPEAKS UP, 

much to LeChuck s 

annoyonce. The moment 

has come* Ifa time to end 

EeChuck'sreigri of terror 

once and for all Guvbrvsh 

squares up and holds out 

the bottle of ghosJ spray, 

only to find bChuck's fist 

connect with his low. 




HAVING BEEN PUNCHED 

all over the itfarcJ, 

Guybrush finally ends up 

invde Stan's Grog 

dispenser. Hcping that o 

con of the stuff will work 

just os well as the spray, 

Guybrush fires and ... 




... finishes off LeChuck once and for alt. As the pirate explodes brilliantly in the night sky, a feeling of 
romance and passion wells up between Guybrush and Elaine as they fall in love... good, clean love... 

without utensils. For now, his quest is at an end. 
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HELPING 



HANDS 



OH DEAR! WHAT A POOR 
month for tips! 
Whossamatter wiv you 
all? Can't you even be 
bothered to copy cheats 
from other magazines any 
more? I haven't even seen 
the usual load of tips that 
have been printed in 
previous issues of The 
One! Let me explain a few 
things here. Sparky. 

This page needs tips to 
survive (man can't live by 
Lemmings levels alone, 
you know). Some of you 
need tips to play games. 
Others of you know tips to 
complete games. You send 
tips to us, we send tips to 
you (if you see what I 
mean). Quid pro quo. 

So you know what I 
want, I know what you 
want. Let's see if we can 
find some common ground 
here, shall we? 

Dear Brian, 

Please could you help me on level 
three of Prince Of Persia* I know 
how to open the first gate, but I 



can't get over the gap to it. Please 
help (map enclosed), 
'Mad' Mark, Killamarsh, 
Sheffield 

What's ail this 'Mad' Mark stuff? 
Don't you wont anyone to know 
who you are, Mark Paxton of 28 
Campion Drive, Killamarsh, 
Sheffield S3 1 8TG? As for Prince 
Of Persia, once you've activated 
the switch, you nave to turn 
around ana run straight for the 
gate, jumping the holes and not 
stopping for anything. Once you 
reach me final platform, take a 
running jump (no, seriously}, press 
fire and push up to catch the 
/edge. Keep pushing up and 
Princey-boy will just manage to 
squeeze through the gap. 

Dear Brian, 

Predator was included as one of 
the games in the package when 
we bought our computer and it 
has driven us absolutely mad ever 
since. We simply cannot get past 
the blasted (language! - Bri.) 
spaceship on level mree no matter 
what we do. Has anybody ever 
done this? Is it possible? If so, how 
on Earth do you do it? 
The French Family, Turriff, 
Aberdeenshire 

By shooting a lot of bullets into it? 
It anyone mows, con they send 
me the answer at the usual 
address? By the way, you're not 
re/afed to me Partridge family by 
any chance, are you? 



STAR TIP 



a lot 



■^-quick scheme from 
■ne or two other mags 



ovely loot from Mr. S. 




MEGATRAVEUER 1: THE ZHODANI CONSPIRACY 
(AGAIN) 

Quite a game this. F< 

Chris Nyland (which, iMUnfqlL^A^cd 
as well), we have thismKyl^Li^^B' 
Tancredof Rainl 

"Another method otgcthnQ qutck cosh h to Wwn. First you find a 
High Tech world with o hv :ve' ana buy as many PGMPs as 

possible, although thi&oy only be one iniiid^lhen go to a lower 
Tech, higher Law iem^aond :e" ' fi e (VGrchandise. The ideal 
planets to use are l/^f/EFATE *fW wing th^^der character on 
the disk you can purchase a PGmmor 130,500 credits) and 
STVR/EFATE (where not only is there a PGMP lying on the door near 
the Gun Shop, but they can be sold for 244,500 credits). In no time at 
all and with little cost (because you are staying within the system) you 
will gain riches untold." 



EES3 

R.B.I BASEBALL 2 

If your opponent gets on third 
base, hold left on the joystick, hit 
; shift, then fire (keeping the 
\ joystick held left) and you will 
\ catch tfiem out every time! 

Having trouble scoring those 
\ home runs? Well try this; place 
I your batter in the top comer of 
the plate and as soon as the 
pitcher has /brown, you can see 
the ball. If you time it right the 
\ ball will go flying out or the 
| stadium. 
FROM: MARK HARRIS, 
CASTLEPARK, IRVINE 



GAZZA2 

From the centre circle, hold down 
the fire button and this will launch 
the ball into the goal, press 
escape and youll win the game! 

NAVY SEALS 

Type WOZ2IE for infinite credits. 
FROM: JACKIE TAYLOR, ST. 
ALBANS, IANCS. 

ARMALYTE 

Probably the most difficult shoot 
em up in the world - well it 
would be if it wasn't for this 
cheat. Pause the game and type 
DELTA 3 to turn off the sprite 
collision. 

FROM: STEVEN HIGHFIEID, 
WALSALL, W. MIDLANDS 



LEMMINGS 



TAXING LEVEL 1 1 - CODE: LGANNLDHGY 



Third time lucky. This time 111 get the pictures and the numbers right, 
honest After all, Taxing Level 1 1 is something pretty special indeed. 
It may look easy but you just try it. Go on, HI wait till you get back... 
See, not so easy was it. Well, try this solution... 




LOOKS CAN BE DECEIVING, just 
ask Alon Crosby of Kettering in 
Northants. "I've asked everyone 
lor help," he says, n my brother, 
my sister, my cat my postman...*' 
Sounds like you're pretty 
desperate to me, so here in nine 



easy steps is how to complete 
Taxing Level 11. Remember if 
you've got one of those litHe, 
private problems with lemmir>gs / 
don't talk to your parents, send 
me a note heoded 'long-Life 
Lemmings' and I'll sort it out 



J. Dig down. 

2. Build to turn around. 

3. When facing left, dimk 

4. Build your way over all of the 
gaps. 

5. Dig about halfway down. 



6. Build to torn around. 

7. When facing left, dig 
horizontally. 

8. Build. 

9. Release other Lemmings by 
building. 
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PLAYERS 



GUIDE 








In the third and final part of their look at Gods, the Bitmap 
Brothers take us through levels three and four. 



LEVE 



N THS WDRID you txw to find the moce, 
power-up and weapon ore to get the world 
key from toe large treasure room 

Go right and down the lodder Go up 
the next lodder and down into the pit to 
the right. Kill the monster to gel ihe lime- 
bomb. Go up and right ond pull Lever 2 
to move Block I . Go down ond Ipufl lew 
3 to open ihe trapdoor above. Throw the 
bomb down twice to kill the bee hive. 

Drop down and pull Lever 4. Go right 
and pull Lever 5 to get the maces ana 
door key. Go to lever 8 pulling Lever 7 
on the way, through the door ond up to 
Ihe three trapdoors. Pull Le^r 1 2 to 
lelepon la get the gold bowl. Go to Lever 
1 5, eolteel me teleport key ond pull Lever 
1 5< Go through the door ond collect the 
powerup and treasure key. Go to Lever 
20, pull to open the door ond reveal the 
wide arc Slay near the door so that your 
wwpons wiW break the Bkxks in the 
ceiling to moke (he zap, energy ond gold 
drop. 



HIDDEN PUZZLES 

To find the massive treasure chest... 
By Lever 17 there is a hidden switch, 
press this ond find the other two in Wodd 
3 lor a massive bonus. 

7o stop the thief,.. 

The fhiel who sleob the fire gc*n can be 
stoppec eeze alien potion 

purchased from the shop, or zapped by 
pulling lever I . 

The first part of the puzzle is to find and 
colled two vessels ond take them to the 
final doo* Don't pul any of ihe Levers 
that you're not told to. 

Go right and down the first ladder. 
Coiled Ine flask and go up to Lever 1 1 
Up the lodder ond across to collect ihe 

GODS LEVEL 



towards the right, (hen repeal when he 
jumps bock to the right To time the jump, 
watch out for the Mi notour stepping 
backwards. When he does this, he will 
then step (award, shoot and jump- 

The Shop... 

Buy maces, fireballs, hunters and Power 

Ions, 

LEVEL 4 

Moke your way to the top of the room 
and destroy ihe Block that the door key is 
ng on. Collect the key and pull Lever 
2, Go through the door. Drop dawn 
through (he opening otovo Ine trap. A 
moving Block will appear and save you 






HIDDEN PUZZLES 

Short-cut 

The short-cut to |ump the world can be 

reoched in two wow 

Go down to [us* beyond Lever 1 and 
Ihen return to me start. Coiled the trap 
key. Go to below Block 2. The trap key 
will make this move. Go up and walk 
along to the right Pull Lever 23 ond 
collect fhe maces, treasure key and wide 
arc Go to the final roam ana you will 
receive a power-up. 

The second method la move Block 2 
means doing thing* ihe hard way. You 
mustn't pull Lever 1 ond reach 
Block 2 in a short lime 

HkWen treasure 
Look to the ceiling of ihe 
d room 

The shop 
Buy power -up 

YOUHAVETOCOUfCT 

the fire, ice and woler 

gems to illuminate fhe lights 

in the central room. The Tire 

gem will be stolen by the thief at Ihe 

top of the second ladder. 

Go to Lever 7 and enter (he door. Pull 
Lever 8 to open ihe trapdoor* above 
ihe thief ana take the gem bit through 
Ihe d»r by Lever 9 Go bock to the lighl 
room and up to Lever 1 3* Enter the room 
ond pull Icvw 1 4 to open ihe door. Pull 
Lever 1 6 and walk left to collect the 
shield. Pull Lever 15 to mew Block 3 
(rfiis allows you to go to the treasure 
room). 

Reset lever 14 to open the trapdoor 
on the left and collect the ice gem. Gd left 
and down the first lodder. Pull Lever 20 
to move Block 4 up and 21 to open the 
trapdoor. Go down the ladder on the 
right Pull Lever 1 9 and reset to blow up 
ihe trap. Colled water gem. Return to Ine 
I room toe- 








inwiure Roy / - r ^ 

World k*y ® Gi"«H"np polio* ^ 

Va« • ««*W" W Gold bowl 

Tropdoor 4 *"* n ottTOCt P° rt<m ^ flask 

Moving blo<k I Erwlcabl* block 4 ****** P°* 




ceramic 
Down and 
abnq to Lever 
8. Pull to get trap 
tfT key Pull Lever 9 

and jump up la collect 
the wodd key. Back down 
and reset lever 8 to exit 

HIDDEN PUZZLES 

To find extra potions... 

Pull Levers 1 end 2 to see what happens 

when you pull Levers 5 ond 6 ond then 

try resetting ihem Be careful of spikes 

appearing oeneath you 

To get an extra life. M 

Pull Lever I , go right quickly and pull 

Lever 4. 

Boss guy 

The Minolour is foirly straightforward, 
being similar to the Centurion in Lev 
The added complication is that the 
Minotaur can jump on your head if 
vou're not careful. When the Minolour 
jumps, run underneath and behind him 




tiling on the spike. 

Go through the door on the right, jump 
across onto the ladder and dime down. 
Destroy the Blocks to your left then puH 
lever 4 U ip to kill the monsters 

then climb back up the lodder to get the 
room key Go down to Lever 5 ond pull it 
to enter the trap room. 

Quickly jump up to your left and pull 
Lever 6, This stops ihe moving Block from 
knocking the world key into the traps (if it 
does, you will need to get and us* 
trap key to gel the bomb to destroy 
them) 

Exit the room ond then make your way 
up to the world end by lever 1 1. 

To find a gold treasure chest. . , 
Use fhe trap key from ihe trap room to 
move Block 2 and go down into the pit. 
There is a gold treasure chest hwe You 
will also find another trap key to move 
Block 3 

The Shop... 

Buy maces, fireballs, hunters and power 

potions. 
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THE ONE OCTOBER I OO 1 





Here, your task is to collect the three 
alchemical implement* and return them 
to the alchemist's room 

Go right, down rhe stairs and jump 
onto the breakable Blocks. Wallc right 
and be careful not to release the trapped 
monster*. Go down (he ladder and 
colled the gold bowl. Enter the room by 
Lever 7. 

Pull Lever 9 to blow up (he hap and 
collec* the alien attract potion on the 

X"ull Lever 8 to trigger the thief who 
carrying the peine and mortar. 
Go to Lever 1 and drop the potion to 
attract the thief. Kill the thief and take the 
mortar. 

PuU Levar 6, 90 left, pull Lever 1 1 and 
drop down. Go to the bottom of the map 
ono collect the door key from behinc 
breakable Blocks Go hod to Lever 1 2, 
pull, enter the room and collect the )an^>. 
PuU Lever 1 3 to reveal trap key to 
move Block 2, Enter the Alchemist' 1 
room, colled (he world key and exit 
through the door to ihe righf 

HIDDEN PUZZLES 

To enter the bonus ledion. , . 

There is bonui section which con be 

entered by collecting the room key from 

the section above the fint door and then 

pulling lever 1. 

To find free familior. 

Collect the oil lamp from the bonus 

section ond pull Lever 4 to get a fomi 



IN THIS WORLD you simply need to find 
ond collect the world key. 

Go left and kill the 6oq which appears 
ol the bottom of the fiat ladder to reveal 



a spear. You wil need to be carrying this 
when you pull lem 1 to move Block t , 
Reset Lever 1 and 90 through the door to 
the left. Go right ond down the lodder. 
PuU Lever 2, then Lever 3 and go through 
the door to the right. Go to Lever 7 and 
pull rt. 

Re*um to Lever & ond ao bode through 
the door Collect the world key ond go 
up the lodder. This lakes you Dock to the 
left of Lever 2. Moke your way to lever 8 
and puil it to enter the final guardian's 
room. 

HIDDBM PUZZLE 

To get the treasure key... 

When vou ge* to Uver 1 , don't kill the 

filter - he brings you the treasure room 

key. You will find the treasure room by 

dropping down the trop door by lever 7 

ana going through the door at tne 

bottom of the pit 

To get the cues... 

To move Block 2 ond get the a«s you 
need to do the fallowing: moke the thief 
gel the moce from above levers 5, 6 ond 
7. M Uver 7 to open the trap door Pull 
lew 6 to move Block 3 to knock the trap 
key into the pit below. 

Reset Lever 7 to clow the trap door. 
Pull Lever 5 to open the trap door next to 
the thief. Wail for the thief to collect the 
moce and come down to you. Kill fce 
thief ond colled the mace. Pull Lever 7 to 
open the trapdoor ond colled the trop 
key. You will now be oble to move Block 
2 and use the mace to breok the Blocks 
b allow the axes to be drepped. This 
makes it lor eosier to kill the final 
guardian. 

And thof s it! There is no more. You're 
at the end. Now for Mogk Pockeh... 




KEY 

Trapdoor lc«yl_ Switch 

Room key Teloport ftone 

Teleporf key ~ Hidden switch 
Door key • 

Treasure k»Y,^ 
World key >© 

|Vdi« • 

^P Trapdoor £ 

I Moving block! 



Trap 

Giant jump potion 

Shopkeeper 

Alien attract potion 

Breakable black 



DS LEVEL 4 




*THE ONE OCTOBER 199 



,.107 





HEAVENS ABOVE! 
Bullfrog's classic 'God 
simulator' is re-released 
this month on Electronic 
Arts' Star Performers 

budget label 
- just in case 
there are any 
of you left 
out there 
who haven't 
already got it 
in your 
collection 
(seethe 
Cheap And Cheerful 
section for more details) 

So, for those of you 
who've just picked up this 
incomparable software 
landmark - or even for 
those of you who've been 
playing it for two years 
ana still haven't mastered 
the art - Bullfrog supremo 
Peter Molyneux (above) is 
happy to pour forth the 
benefit of the knowledge 
he's gained over almost 
three years of eating, 
breathing and even 
sleeping with this classic of 
games program. 

To get the most out of 
this guide, it's best that 
you learn the basic ropes 
yourself by practising the 
first few worlds. Once this 
is done, try them again 
using some of the Bullfrog 
game-busting techniques - 
this should soon have you 
whizzing through the 
landscapes 

Finally, once you've 
completed a level, why 
not go back and try it 
again using completely 
different tactics? This is 
one sure way to get to 
grips with all of the 
game's idiosyncrasies and 
should also keep you out 
of harm's way from now 
until Christmas. 

Right, thaf s enough 
scene-setting - now if s 
over to Peter and the 
boys... 



JQWTQ 
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(Or... Cleverness Is Next To Godliness) 
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BUILDING 

To build ground quickly, double click on one point, 
then remove the top point. This allows you to create an 
area of nine fiat blocks using only three clicks, 

'TURFING' OR 'SPROGGING' 

Reduce the area of crop fields that a castle has and 
the size of the building is reduced, lowering the 
capacity of the building to hold people ana forcing a 
walker to leave. Use this method to force a walker 
from a large castle. It's important to note that the 
largest castle uses an extra block around the edge of 
its crop fields; this land cannot be used for direct 
settlement. 

LAND MAINTENANCE 

Keep your land clean and tidy by removing swamps, 
rocks and broken and bod land. Without a strong, 
clean landscape your population will not flourish. 
Always remove swamps r as these are a direct drain 
on your population (especially the bottomless variety). 








HOW TO DEAL WITH 
KNIGHTS 

If the enemy starts to use 
Knights against you, you have 
a number of options open. Try 
ignoring the Knight and let it 
rampage through your land 
and burn a few houses, but 
make sure that you clean up 
the land and resettle behind it. 

Drowning a Knight is no 
easy matter, as the 
computer opponent 
usually doesn't allow 
you to gel away 
with it, but it can be 
done with practice. 

A good method is 
to build a tough Leader 
that can defeat the Knight 
in combat. It's possible to use 




a system of 'nippled' buildings 
(see opposite) to create an 
artificial barrier to the Knight's 
progress. Nipple the land and 
let the Knight fight through the 
small houses. Then remove the 
nipples to free some flat land 
to resettle. 

TOUGH LEADERS 

Collect your people as a 
Leader, then use him to 
assault the enemy. This 
is one of the most 
satisfying ways to 
I play Populous. A 
tough Leader can also 
defeat opposing 
Leaders and Knights and 
can go on to form a tough 
Knight for your side. 




PAPAL MAGNET MODE 

Careful use of this mode early in the 
game can move your Leader and 
people away from the homeland and 
into a new territory fresh for 
expansion. 




WALKERS HAVE IQ 

Every walker has a degree of 
intelligence determined by the 
technology level and the number of 
times ihey have been 'sprogged' from 
a settlement. The degrees or 
intelligence are reflected by the 
walker's ability to locale new land 
and so on. A low IQ walker will only 
spot land five or six squares away, 

TECHNOLOGY 

A player's technology level directly 
affects the outcome of any combat 
they're involved in. The weapons 
factor acts as a multiplier, so weak 
people with swords are often a match 
for stronger club-wielding walkers. 
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ADVANCED TECHNIQUES AND STRATEGIES 



FIGHT MODE 

This mode is very good for passive expansion: your people will 
lend towards the enemy, settling as they go. This is most useful 
hen you're dose to the enemy at the start of the game, 



W 



THE FIGHTING LEADER 

You can use your 

Leader as a aired 

and controllable 

weapon. Place the 

magnet in the 

building you want 

to attack, and 

then go into goto 

magnet 1 mode. 

Your Leader will 

charge off and 

attack the 

building, settling it 

after the combat. Move the magnet and off he charges. In this 

mode you are not settling anything except the buildings you are 

fighting over, so beware of depopulating your lands or of being 

out-populated. Your leader is constantly oeing supported by 

your walkers who are drawn to him. 




HOW TO WIN GAMES 

The most gratifying way of finishing games is by direct use of your 
leader A couple of tough Knights certainly knock the stuffing out of 
weak opponents. Aided by the leader you can quickly finish the 
opponent off, Armageddon will draw the game to an instant 
conclusion, but for a bit of variety try swamping just before you call 
it up. 



COMPUTER STRATEGIES 

Learn the tactics and strategies 

that the computer uses, look at 

the options it is allowed and 

decide which effects will be 

used. If it can only flood, then 

build higher. If it can only 

'quake, then get ready to be 

shaken about. Learn the way the 

computer builds and take 

advantage of it. 




AND NOW, ESPECIALLY FOR THOSE 

OF YOU who think you have the hang 
of things, here's a few of the Bullfrog 
boys' best kept secrets to help you get 
past those annoying little worlds 
which are just that little bit too difficult 
to beat.. 

NIPPUNG 

Turf people from castles by lumping or 

nippling the land around them, but 

don't remove the lumps, jus) let the 

walkers settle amongst the smaller 

castles. Do this to a large area of your 

castles, then remove all the lumps. 

Creating this knoclc-on effect should 

produce o number of new castles at 

the edge of your land, and you can 

then expand out from these buildings. 

This tactic also shortens the time taken 

for a wolker to settle after being 
i___f_j ^ ■ ■ ■ r__i__j 



where the environment is harmful. 

MULTI-SPROGGING 

This is similar to nippling and is 
designed to create as many 
settlements from one as 
©ssible. A large costle thot 
jasa reasonable 
population in it can be '] 

reduced so that another 
walker is produced and 
another walker from that. The first 
walker will hove settled and can also 
be reduced to produce a walker. From 
one castle four settlements have been 
created. Flatten the land and you hove 
four castles from one. 

DETERMINATION 

The best way to win any game is to 
out-build the opponent. Agoinst the 
computer at higher rates this is often 
quite hard - however, you con keep 
building after the computer ho s 
altered its priority to attacking rather 
than building (if you weather the 
attacks and continue to build as fast 
as you can), 

POOR MAN'S VOICANO 

Get someone into the enemy's land 
and then settle them, scroll the map to 
the furthest point from the flag of your 
building then raise the land upsetting 
as many of his houses as possible. 
This is a cheap way to crcote a 
volcano. 

SWAMPS 

Quite simply the most lethal weapon 
you have. He who swamps first 
swamps hardest. Swamp the enemy's 
Leaders, his Knights and his people. 
Swamps will significantly reduce his 
population and can often keep the 
computer player down while you are 
building. 



THE SWAMP PIATFORM 
To counteract the effect of the 
computer swamping your Leader, 
place the magnet in on area of land 
that is lumpy and not susceptible to 
swamps. Collect your Uoder here and 
then release Knights into his land. The 
computer will try to swamp and have 
no effect, thus wasting manna. 

BUIIDHIGH 

If the computer has flood and few 
other options, it is a good tactic to 
build two or three levels high. You can 
simply ignore the flood and let it affect 
only its own people. 

DOUBLE VOLCANO 
If you do use a volcano, try to do It on 
top of another - either one after the 
other or on the site of on old volcano. 
A double volcano is very time- and 



CHARGE 

Getting your buildings In amongst the 
opponents gives you the chance 
to drown people, upset 
buildings and generally 
start ottacking where it 
hurts - his home, You also 
get the benefit of being 
y safer from swamps and 
other effects, The computer 
will start to clean up the land 
your people are settling as Ws also its 
own land. 



Try building lots of settlements without 
bothering to turn them into castles. 
This gives you a larger number of 
walkers. Zen allows you to ignore the 
special effects and concentrate on 
spreading and leading your people 
with your leader. Building through the 
hills tends to stop enemy Knights, as 
they spend ail their time killing small 
and worthless huh and tents rather 
than the important houses and castles 
(this is called the soggy mountain' 
tactic}. You should olso build castles at 
the back of your land with this buffer 
of tiny settlements before it. 

EXPANSIONIST POLICY 
Learn the patterns of crop fields that 
are required by the various buildings, 
learn the fastest building techniques, 
and leom how to 'multi-sprog' and 
'nipple'. Then keep your land clean 
and build. Then build some more. You 
can win very tough games this way. 
Keep building until you have out* 
populated the opponent and have 
enough energy to Armageddon, 

LOUISIANA 

If it moves, swamp it. If it doesn't 

move, swamp it anyway* 
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SOMEONE ONCE 
ASKED me how I con 
tell whether an 
applicant has the 
necessary skills to be 
a Contact. It's quite 
simple really. Each 
Contact-wannabe 
goes through a 
rigorous four-week 
training programme 
at the Brian Nesbitt 
Fitness And 
Awareness Centre, 
followed by three 
months in my Brian 
Nesbitt Neural 
Sharpening Tank. 
Next come seven 
years in one of my 
Brian Nesbitt 
Kamikaxe Training 
Schools until finally, I 
fly each applicant by 
helicopter to a 
location three miles 
south of the North 
Pole, from where they 
must make it back to 
EMAP Towers armed 
only with a compass 
(without a pencil), a 
half-eaten Crunchie 
bar (to give them that 
Friday feeling) and a 
1 972 copy of The 
Adventures Of Jack 
London In Big Print 
For The Older Reader. 
Power mad? Me? 



WARNING!!! 

IT'S PARENTS' permission 
time again. Yes folks, you 
foo could be one of the 
shiny, happy Contacts if 
you get your Dad's 
permission (or your 
Mum's or whoever else 
pays the phone bill in 
your house). Please ask 
them and hey, while 
you're at it, why not tell 
them you love them. You 
know it mokes sense (it'll 
also help persuade them 
to say yes). 



NAME: Robin Slater 
ADDRESS: 29 Udran dose, 
Lower Eorley, Reeding, 

fafehire, RG6 4JF 
TELf PHONE; n/a 
TIMES: n/a 

GAMES: Carrier Command, 
Chase HQ, Daley 
Thompson's Olympic 
Challenge, Double Dragon, 
European Soccer Challenge, 
Hardball, Hard Drivin', Hal ia 
1990, Moonshine Rocen, 
Outrun, Rampage, Robocop 
% State Tribe, Turbo Cup ( 
Turbo Outrun, Untouchaolev 



Lincoln, LN2 3PF 
TELEPHONE: (0673) 61 573 

TIMES: Monday to Friday - 
4,00pm b 9.00pm, 
Weekends (and School 
Holidays) -10.00am to 
9.00pm 

GAMES; Action Service, 
Batman The Movie, Captain 
Blood, Chuclt Rock Defender 
Of The Crow, Flood, 



GAMES: Bombuzal, 
Bombjock, Block Lamp, 
Badlands, Conflict, Double 
Dragon, Dynasty Wars, 
Eliminator, Football Manages 
2, Gauntlet 2, Gozza 2, 
Hellfire, International Karate, 
Italy 1 990, Metro-Cross. 
Monty Python's Flying 
Circus, Moonwalker, 
Nebulus, Operation 



Ghorfbustars 2, Indiana Neptune, Outrun, Pocmania, 

Jones And The Lost Crusode Pepsi Challenge, Peter 

(Action and Adventure), Beardsley s Soccer, Predator, 

licence To Kill, Mean Streets, Robocop 1 & 2, Snowtrike. 

Operation Stealth, Solomon's Key, Space 



NAME: David Myirt 
ADDRESS; 8 Marine 
Gardens, Gbsgow, G51 
1HH 

TELEPHONE: n/a 
TIMES: n/a 
GAMES: Addidaball, 
Afterburner, APB, Army 
Moves, Batman The Movie, 
Better Deod Than Alien, Bio 
Challenge, Bubble Bobble, 
Cobal, CarVup, 
Crackdown, Crazy Cars 1 & 
2, Dfbgon Ninp, Dragon 
Spirit, Dragon's Loir 2, 
Exolon, Final Whistle, 
Forgotten Worlds, Gazza 2, 
Gunship, IK+, Karate Kid 2, 
ttckOffl&2.KkkOff 

Extra Time, Kid Gloves 
Lemmings, Mickey Mouse, 
Ninia Warrior, Out Run, 
Panzo Kick Boxing, Pipe 
Monia, SDI, Shinobi, Sim 
City, Stryx, Super 
Goldrunner, The Killing 
Cloud, Total Edipse* 
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NAME: David Skillinj 
ADDRESS: 20AWor 
Rood, Penenden Heath, 
Maidstone, Kent, ME142HH 
TELEPHONE: n/a 
TIMES: n/a 
GAMES: Altered 
Batman The Movie, Buggy 
Boy, Dan Dare 3, Double 
Dragon, Gods, Gokfen Axe, 
Indiana Jones And The Las; 
Crusade (Action), Italy 1990. 
KickOf(l&2,UneO[Rre, 
Manchester United, Midnight 
Resistance, Navy Seals. 
Nightbreed (Action), Outrun, 
Pitfighter (Arcade), ftedator, 
Robocop 1& 2, Shadow Of 
The Beost, Shodow 
Warriors, Sly Spy 5ecref 
Agent, Speedbalt 2, Stridor, 
World Championship 
Soccer, Xenon 2 Megablast, 
Zombi, 

NAME; Michael Porter 
ADDRESS: 'Woodbury^ 
Main Street, Hackmorn, 



Operation Wolf, Robocop, 
Speedboll 2, Team Yankee, 
Trivial Pursuit -A New 
Beginning, TV Sports 
Football, ZakMcKroclcen 
And The Alien Mindbenden 

NAME: Stephen Musgreave 
ADDRESS: 46 Caslle ffount, 

Ihornhill Dewsbury, West 
Yorkshire, WF1 2 ODW 
TELEPHONE; n/a 
TIMES: n/o 

GAMES: Afterburner APB, 
Arkanoid I & 2, Barbarian, 
Battle Valley, Blooc^ch. 
Chase HQ, Oodtdown, 
Crazy Cars, Double Dra^M 
' & 2, Dungeons Amethysts 
Alchemists N Everything. 
Dynasty Wars, Falcon, 
Fighter Bomber, Ghouls & 
Gho-AlkariWcrfior^LED 
Storm, Mickey Mouse, 
Predator, Outrun, Rick 
Dangerous, Sim Gy, 
Thundefblode, X-Out, 
Xybots. 




NAME: Chris Lumb 
ADDRESS: 33 Lynwood 
Crescent Woodlesford, 
Leeds. LS268U 
TELEPHONE: n/o 
TIMES: n/a 

GAMES: Back To The Future 
2 & 3 Batmon The Movie, 
Fantasy World Dizzy, 
Gboslbusters 2. Gremlins 2, 
Indiana Jonas And The Lost 
Crusade (Action and 
Adventure), Licence To KiH, 
Monty Python's Flyina 
Circus, The Secret Or 
Monkey Island, Switchblade, 
Treasure Island Dizzy, Zak 
McKracken And The Alien 
Mindbenders. 

NAME: David Bond 
ADDRESS: 9 Noovood 
Road, Somersham, 
Huntingdon, Cambs. PE17 
3HE 

TELEPHONE: (0847) 84221 B 
TIMES: Tuesday to Thursday 
-KOOpm to 4,00pm 



Harrier, Stargoose, Strider 2, 
Super Honq-On, Super 
Huey, Trocksuit Monoger, 

ndwalker, World 
Championship Socor, 
Xenon. 

NAME: Peter lake 
ADDRESS: 9 Eogle Close. 
Caldicol, Newport, Gwenl, 
NP6 4FA 

TELEPHONE: (0291(423357 
TIMES: Monday to Friday - 
4.00pm to 7.30pm, 
Weekends- 10.00am to 
7.00pm 

GAMES: Bed To Hie Future 
2,Ht)thhilw'iGuideToThe 
Galaxy, Indiana Jones And 
The LosI Crusode [Action ond 
AoVenture), James Pond, 
Lemmings, Shadow Of The 
Beast. Toki. 

NAME: Philip Bamfield 
ADDRESS:! 86 Highfield 
Rood, Tipton, West 
lands DY4 OPE 



M* 



TELEPHONE: n/a 
TIMES: n/a 
GAMES: Altered Beast, 
Batman the Movie, Block 
Lamp, Camelot, Chase 
HQ, Chase HQ 2, 
Corporation, Double 
Dragon, Double Drogon 
2, Dynamite Dux, 
Electronic Pool, 
Eliminator, Elvira, E- 
Motion, Final Whistle, 
Ghostbusters II, Hellfire, 
International Karate, IK+, 
Indiana Jones ana the 
Las! Crusade (Arcade 
and Adventure), Kick Off 
2, Lombard RAC Rally. 
Metro Cross, Outrun, 
Overtander, Paclan, 
Pacmania, Pepsi 
Challenge, Populous, 
Powermonger, Predator, 
Robocop, Solomons Key, 
Space Harrier 1 and 2, 
Starglider 1 and 2, ST 
Karate, Super Hang-On, 
Super Huey, Super Sprint, 
The Immortal, TV Sports 
Football, Xenon 2. 

NAME: Jeff Barnard 
ADDRESS: 71 Twist tone, 
Leigh, Loncs.WN7 4DW 
TELEPHONE: n/a 
TIMES: n/a 
GAMES: Batman the 
Movie, Double Dragon, 
E-Swat, Golden Axe, 
Hard Drivin' 2, Horror 
Zombies from the Crypt, 
Lemmings, Midnight 
Resistance, Super Cars 2, 
SfySpy, Turrican. 



If you are going to use a Contact, then please 
follow these two guidelines: 

1 . Respect the times printed. There's nothing 
worse than just drifting off to sleep at night when 
the phone rings (and contrary to popular belief, 
sensible times only does not mean three in the 
morning). 

2, Please send an SAE. for written queries. 

So you think you've got what it takes to be a 
Contact huh? You think that you can withstand 
the pressure of answering 20 phone calls a 
minute while writing seven replies, all at the 
same time? Okay, send us your details as 
described below and we'll soon weed out the 
men from the boys. 
Name: 

Address: (don't forget your postcode) 
Telephone Number: (don't forget your area code) 
Times To Call: 

list Of Games Completed (in alphabetical order): 
To give you something to do when the phone stops 
ringing, we'll send you a free piece of software 
from our vast coffers. Send everything to: 
Contacts, The One For ST Games, Priory Court, 
30-32 Farringdon Lane, London, EC1R 3AU 
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• AMIGA • 

• PfSf 
MEGADRIVE 
GAMEBOY • 

• LYNX • 
• SUPER • 



EXCLUSIVE! 





Purge the Skies with Microprose 






MAFIA WARS! 

4-Page Amiga 
Godfather Special. 

CRASH AND BURN! 

Geoff Crammond's 
Grand Prix. 



FIST FIGHT! 

Electronic Arts' 

Ice Hockey packs 

a punch. 



M^Ktn 




ALL THE HOT GAMES REVIEWED & PREVIEWED: GODFATHER, GRAND PRIX, MEGA LO 
MANIA, F117A, MAGIC POCKETS, GOLF, ROBIN HOOD, HUDSON HAWK, ICE HOCKEY, 
WING COMMANDER II, SIMPSONS, AFTER BURNER 2. ..AND MANY, MANY MORE 



770954 



807 



324 
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PLAYERS 



GUIDE 



There are hard games and there are incredibly hard games, but 
Psygnosis' simulation of futuristic warfare really takes the 
biscuit. Programmer Ed Scio and reader Peter Foreman help you 
battle on. 

armour! 

To complete Armour-Geddon you must find the five pieces of the neutron bomb and destroy the 
enemy's energy beam. Here's how to find each piece. 




.ion 2 

;d refer 111,1 

Comp< 

GO TO THE INTELLIGENCE SCREEN and 
head far right until you see an island (use 
Bomb Map 2|. The bomb is on the most 
northern port of the T, Make this the 
waypoint 

Load o Bomber with a Telepod and two 
Drop Tonics and fly towards ihe waypoint 
(approx. 7,000m|. Turn off your engine 



ground, then lana me plane on i 
gross. Taxi on the ground and use 
the Telepod to get back to base, 
Now arm a Heavy Tank with 
shells and two Drop Tanks and 
teleport to the bomh Drive 
carefully to pick up the bomb (use 
the Satellite view to avoid driving 
into the water). Once you've got it, 
head back to base. 



THE MISSIONS 

Note: We are assuming that you are playing without Training Mode activated. If you 
have Training Mode on, ignore the references to developing materials and supplies. 



Mission 1 

Grid reference; 4 

Compass from base: East 

USE R&D TO DEVELOP BOMBERS, Telepods (you only need three), Night Sights ond 
Drop Tanks. Use one manufacturer on the Drop Tanks and tank shells and remember 
it is imperative that you make at least one Bomber, Telepod and Drop Tank. 
Go to the Intelligence screen and zoom out to 1 X magnification. Head right until 
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Map 1 to make sure you have the right place). Fix the waypoint next to the fodory 
complex then go to the Equipment screen. 

Load a Bomber with a Telepod, a Drop Tank and some form of armament. Fly to the 
city using the waypoint beacon, dropping the Telepod once you reach the target, then 

I if I /"\ t ._ 1 I I.. C ._l .__ _ ii t I. : :i 'iL 



shells, and a Drop Tank. Teleport to the city area and pick up the first part of the 
bomb (use the VDU la locate it). Then head back to base. 



KEY 



Road 
Shell turret 

Laser gun 



Energy line 
Bomb part 2 
Hilli 



Bomb part 2 






Missions 3 & 5 

Grid references: 1 

126,62 

Compasses from base: North by 

Northeast & Northeast 

GO TO THE INTELLIGENCE SCREEN, 

heod to where you mode the 

waypoint (or Mission 2 and go up 

until you come across o green 

diamond-shaped piece ot land. This is 

where waypoint 3 should be set. 

Directly north of this is a runway 

hidden by mountains. The bomb part 
* i . ii « j i' i 



and the tower. 

Give the Bomber a payload of two 
Drop Tanks and a Telepod. Taxi the 
Bomber into ihe base Telepod to 
reach the island in Mission 2. Take off 
from here and fly towards the 
waypoint, varying your shield to 
decrease fuel consumption. 

On reaching the waypoint, fire your 
Telepod and fly on to me runway. 
Land the Bomber there and pick up 
ihe bomb port (behind the tower). 
You'll probably have to sacrifice the 
Bomber at this point 

Now go to the Intelligence screen 
and set a waypoint on the radioactive 
symbol in the centre of the diamond. 
Arm a Heavy Tank with shells and 

'Ort to bomb 






power as there ore a lot of defences. 
Find the bomb using the waypoint 
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GENERAL TIPS 






Armour-Geddon 

The battlefield 



KEY 



Road 



■ Enemy weapon 
A Node 



Base or runway 
Your base 




IT 15 ADVISABU to fly beiow 200ft as this 
stops your plane from beinq detected on 
enemy radars. Flying even lower h a good 
safety measure against missiles as the lower 
you ore, the more chance they have of 
hitting the ground. 

Another way of avoiding missies 
{while in a plane) is to switch to the 
exterior view when attacked and watch 
for their approach. As they pet close, do 
Large enemy build-up ahgbtumondreteasechoff^T^to 

' keep your speed high by diving - the 

slower you are, (he easier it is for me missile 
to hit. 

There ore two lypes of flak: borrage and 
guided. You can fly under barrage, When 
Hying to o certain position, try to skirt 
around any known defences (as shown on 
the mop). It may take o little longer to get 
there, but you shouldn't be attacked. 

When the air b Fifed with enemies, you 
con dean them up with a heavy tank. Arm it 
with shels (and a night sight if necessary) 
and go outside. It isn't necessary to move os 
planes dive at you and can easily be shot 
down. Heficopters, on the other hand, 
prefer to stay above visual contact and fire 
their bod. Don't panic, wait until they 
come into visual contact then blow them 
away (firing two shells as one will only 
damage a helicopter). 

Try to use the scenery as cover, 
putting a hill between you and a 
i cnissifc* Enemy aircraft have a 
maximum of eight missiles and once 
these are expended they switch to 
another weapon. Once they've 
totally run out of firepower, they 
return to base* 
\ If you run low on resources, 
try destroying some of the 
installations. When attacking 
nodes, fty to destroy the ones 
\ further up the chain (as 
indicated an the map), 
These are mare heavily 
defended but transfer a 
lot more power than an 
\ 'end node'. Don't break 
off the attack until 
*he node is fu fy 
destroyed as 
damaged nodes 
repair themselves* 



KEY 

Control Tow#r 

Bomb pari 3 
Hilli, mountains 

Runway 



Mission 4 

! refer? 3, 1 15 

;n base - North 

THIS MISSION SHOULD BE ATTEMPTED LAST as it is quite easv. The bomb part is 
located north from the base, protected by (our mountains linked together, forming o 
rectangle that encloses everything. Approach is onlv possible From the air. 

Arm a Bomber with three Drop Tanks (you'll need them) and take off. When you 
are within 7,000m, turn slighlty so you approach from the left, thus avoiding a 
barrage of flak. Landing the Bomber requires you to stay at 200ft or so with 
controlled thrust. The idea is to glide in and taxi to the bomb- You will have to 
sacrifice the Bomber for this mission. 

You now have all five parts of the bomb so it's time to bomb the energy laser and 
win the game. The laser is situated on o green diamond (scroll the map north from 
Mission 3 area and magnify to maximum). 

As soon as you have found it, set the waypoint and arm a Bomber with the Neutron 
Bomb and two Drop Tanks- Take off from your base and fly towards the loser. Stay at 
around 200ft and get as close as possible before you drop the bomb. Make sure it 
hits then sit back and watch the end sequence. 
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A free 32-page supplement, packed to the 

staples with everything you ever wanted to know 

about using the ST, but were afraid to ask! 



From Monitors to MIDI 



♦♦♦ 



Public Domain to Printers*** 
Your Christmas List Starts Here! 



Keep ahead of the same with The One 
next issue on sale October 26th 
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OCEAN SOFTWARE 

6 CENTRAL STREET 

MANCHESTER 

M2 5NS 

TEL: 061 832 6633 

FAX: 061 834 0650 



TM ACCLAIM™ AND 

MASTERS Of THE GAME* 1 
ARE TRADEMARKS 
OF ACCLAIM 
ENTERTAINMENT INC. 

© WILLIAMS 
; ELECTRONICS GAMES, INC 




Thais right man! A bunch a slimy, 
horrible, totally gross and putrid 
monsters are taking over the 
bodies of the people who live here 
and they wanna build a weapon 
that's Qonna take over the cnti 
plan 

PRcTTy CoOL, HUh? 
Anyway, yours truly is the only one 
who can sec 'em! r*vc gotta spray- 
paint things, get radical on my 
skateboard, use my trusty slingshot, 
and in general behave like a 

isancc, man. ¥_. 

with evil dudes like Nelson 
mlly and Sideshow Bob gelt 
my way. it's a good thing I've got 



out! 

So if you're a decent person a . 
patriot, and somebody who cares ' 
about this sorry planet, you'll do the 
right thin 



BUy THiS 
Thanks m 
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ACCLAIM~ AND MASTERS OF IHE GAME " ARE 1RADEMARKS OF ACCLAIM ENTERTAINMENT INC. 
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